




You're never 
too old to Scribble! 

Scribble! Platinum Edition 

Scribble I Platinum Edition offers many improvements that make Scribble! the word 
processor of choice for beginning and experienced users. 

Featuring rapid text entry and scrolling, Scribble! Platinum Edition offers the best of 
all worlds: power, speed, easy to use. In no time at ail, you'll be writing memos, letters, 
or even a book! 
SPELLING CHECKER 

Platinum Scribble! shines in this area with a 104,000+ word dictionary with scientific 
and technical supplements. The Spell-As-You-T^pe option checks spelling on the fly 
Phonetic spelling, transposed letters, and contractions are no problem for Platinum 
Scribble! Enter Kasit and castie is suggested, hie finds the and shalhi % finds shan't. 
Modify the user dictionary by adding, editing and deleting words with the user dictionary 
maintenance program, 
THESAURUS 
Platinum Scribble! has a 470,000+ word thesaurus, with definitions, As a matter of 
fact, the word right displays 2 1 groups of synonyms. 
MULTIPLE WINDOWS 

Open up to 4 windows at once. Display your documents in 2, 4, or 8 color windows. 
Change the colors to suit your needs. Platinum Scribble! supports both interlace and 
non-interlace screens with horizontal and vertical overscan. 
CUT AND PASTE 
Copy, cut and paste text within a single document or from one document to another. 
MAIL MERGE 

Print form letters and mailing labels. Enter information at print time or auto- 
matically insert information from any mail merge text file. 
m00 IFF GRAPHIC SUPPORT 

Print IFF graphics with any compatible printer supported by the Commodore 
Amiga printer drivers. 
CUPBOARD COMPATIBLE 

Platinum Scribble! is clipboard compatible with Micro-Systems Software products, 
OVERVIEW 

• On-screen bold, italic, and underline , with highlighting for super and sub-script. • Support 
for laser printer font cartridges • Needs only 512k of memory • Not-copy protected • Easy 
hard drive installation • Free Technical Support for Registered Users. 

Committed to excellence since 1978 
Q 12798 Forest Hill Boulevard, Suite 202 
Q West Palm Beach, Florida 33414 
Microsystems software 407-790-0770 FAX 407-790-1341 

Dealers and Distributors Call 1-800-327-8724 

See your local dealer for a demonstration. 

Scribble! Platinum Edition is a trademark of Micro-Systems Software, Inc. Amiga is a registered trademark of 
Commodore Business Machines. 
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BREAKING THE SPEED BARRIER 

New 25Mhz 68030 Upgrade Kit from GVP 
Puts Ibmorrow's Performance in Your A2000 Ibday 



25Mhz 68030 CPU and 68882 
FPU with fully implemented 
BURST mode 32-bit memory. An 
order of magnitude faster than A2500. 

Up to 8MB of State-of-the-art 
NIBBLE MODE 32-bit DRAM 
memory averages zero waitstates 
during 68030 BURST mode. 

Built-in Hard Disk Con- 
troller direct on 32-bit bus keeps ALL 
A2000 expansion slots free even 
when our hard disk is installed! 

Backed up by GVP's unique 
full one year warranty. 




Amiga is a regisiered Jrademark gf Commodwe-Amiga Inc 
IMPACT and GVP are trademarks of Great Valtey Proaucis, Inc 



A3001, 25Mhz 68030/88882 
Upgrade Kit Technical Highlights: 

• Asynchronous 68030 design allows high 
clock rates and GENLOCK compatibility. 

• Factory installed 25Mhz 68882 floating 
point processor twice as fast as the older 
68881 chip. 

• Fully DMA-abie AU TOCO N-FIGu red 32-bit 
wide memory. Up to 8MB. 

• Built-in AUTOBOOTtng hard disk controller 
supports up to two 40 or 80MB drives 

(11, 19ms access), 

• Selectable 68000 fall-back mode for full 
floppy-based game compatibility. 



GREAT VALLEY PRODUCTS INC. 






For more information, or for your nearest GVP dealer, call today. Dealer inquiries welcome 
WX (215) 889-9416 • (215) 889-9411 • BBS (215) 8894994 

225 Plank Ave., Paoli, PA 19;*G1 
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GRAPHICS & ANIMATION! 



New Produets*„and Other Neat Stuff 

by Elizabeth G. Fedoriyn 
Muxic-X, Jack Nicklaus Golf, Scannery, 
and more! 

HardCopy 

by M. /. Bernier 

Answers to AC 4.8 HardCopy. 

Roomers 

by the Bandito 

The Bandito shares the untold tale of 

Amiga LIVE! 

Snapshot 

by Brad Andrews 

Indiana Jones and the Temple of Doom, 

Rampage, BattleTech and more! 

Bug Bytes 

by John Steiner 

Bugs in Superbase, upgrades for 

ARexx, and more! 

Video Schmideo 

by Bany Solomon 

The Layman's guide ro Amiga video! 

C Notes from the C Group 

by Stephen Kemp 

"Keep it Simple" utility programming. 



Secrets of Visual Synthesis 

by David Duberman 

Ray Tracing on the Amiga with Sculpt- 

Animate 4D and Turbo Silver 3-0. 

PageRender 3D Review 

by Michael Fahrion 

Michael reviews Mindware's 3D 

rendering package. 

DeluxePaint III — The Inside Story 

by Ben & Jean Means 

EA's Dan Silva tells how DeluxePaint III 

evolved. 

Scene Generator Review 

by R. Shamms Mortier, PhD. 

A quick and easy-to-use graphics 

program — and it's free! 

Fractal Presentation 

by David Hiestand 

David shares his presentation experiences 



Design-3D Review 

by R. Shamms M or tier, PhD. 

Mr. Mortier reviews Gold Disk's Design~3D. 



Your Original AMIGA Monthly Resource 
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AMAZING FEATURES 



Digitizing Color Slides And Negatives 
on the Amiga 

by Ron S. Gull 

A basic guide to macro digitizing! 

High Octane Colors 

by Robert D'Asto 

Maximizing your colors in AmigaBASIC 

Pixels At An Exhibition: The Video 

by Shamms /?. M order 
Amiga-generated art is showcased at a 
University of Vermont show. 

Cell Animation In Modula-2 

by Nicholas Cirasella 

How to walk all over your Amiga. 



Improving Your Graphics Programming 

by Richard Martin 

Richard has the cure for the "Blind Artist's 

Syndrome." 



Gels In Multi-Forth, Part m 

by John Bushakra 

John continues his series in Gels 

along with a tasty dish! 




T-Shell 

by Rich Falconburg 

A UNIX equivalent command line interface 

for communicating with your Amiga. 

AmiEXPO '89 

by AC'S Managing Editor 

Highlights from the Chicago J 89 AmiEXPO! 



Jay Miner Interview 

by Steve Gillmor 

An interview with the "Father of the Amiga" 



Memory Squares 

by Mike Morrison 

Test your memory with Mike's memory game! 



AMAZING DEPARTMENTS 



Amazing Mail 

Amiga User Groups 

Index of Advertisers 

Public Domain Software Catalog 
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"I've written the best and 
fastest backup program 
on the market." 



My name is Walt Soden. I've been a 
programmer for thirty years, and I know- 
how important it is to back up your hard 
disk. But when I looked for a good backup 
program for my Amiga, I found they took too 
much of my time managing the backup 
disks. I knew there had to be a better way— 
so I spent a year writing and perfecting what 
I sincerely believe to be the best 
backup software available. 



EZ-Backup 



Does what Quarterback can't. 

EZ-Backup does ALL the work. EZ-Backup 
knows which files to back up t how many 
versions to save, which to erase and where 
they are in the backup set. So you only have 
to keep one set of backup disks, period. 
Your files will always be there, safe and 
sound— in the standard ArnigaDOS format. 



A special offer. 

Is it the lowest price and the best value in 
backup software? You be the judge. EZ- 
Backup comes with free phone support. If 
you have any questions, just pick up the 
phone and you can talk to me personally. I'll 
send you a working demonstration copy of 
EZ-Backup {limited only in the number of 
files it can back up) for only $5.00. If you 
like it, then take advantage of the special 
discount offer explained on the 
demonstration disk or you can buy the full 
version from your local Amiga dealer. If you 
don't think it's the best, most convenient 
backup software you've ever tried, send back 
the disk and I'll refund your five bucks. 



EZ-Soft, 10668 Ellen Street, El Monte, 
CA 91731, (818) 448-0779. 

Quarterback is a trademark of Central Coast Software. 
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Amazing Dealers 

The following are Amazing Dealers, dedicated to supporting the Commodore- Amiga™. They carry Amazing Computing™, your resource for 
information on the Amiga™. If you are not an Amazing Dealer, but would like to become one, call PiM Publications, Inc.: 



1-508-678-4200 
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Amazing Mail 



Dear AC: 

The articles in Vol. 4 No. 4 
concerning Amiga hard drives was 
excellent material and helped to make 
this your best issue yet. Please publish 
more of these types of articles in die 
future. 

The information presented by 
Boulle, Twardy, and Morgan will 
undoubtedly whet the storage appetites 
of Amiga users everywhere. A great 
number of Amiga users badly want a 
hard drive for their favorite machine but 
cannot spring for the liigh price of a 
store bought unit. Others of us refuse to 
settle for an affordable but paltry 20 
megabyte drive and want/need a higher 
capacity drive that is financially 
attainable. 

Information such as you have 
presented in your last issue will be of 
great help to Amiga users who'd like to 
u roll their own" hard drive system but 
need some help to do it. As good as 
these articles were, there is a gigantic fly 
in the ointment! Yes. Several suppliers of 
HD system parts and prices are 
mentioned, but there aren't any 
addresses or phone numbers that tell us 
WHERE to locate these vital parts! 
Arrgghhhhh!!!! 

So far, I have combed Computer 
Shopper for an OMTI 3527 RLL-SCSI 
adapter/controller with no luck at 
all.. plenty of slow Adaptec 407G's for 
sale but no OMTTs Also, a price of $149 
was quoted for the Supra host adapter. 
The lowest price that I have seen on this 
is $185. Please let me know where I can 
save a few bucks and gee it for $149. I 
did manage to find Wetex in the CS, so I 
can get the case/PS but who and where 
are DigiKey and L.S.I. Marketing? 

Thanks in advance for any 
additional info that you can send my 
way. I'm sure that lots of AC readers 
would appreciate such additional 
information as welL 

Sincerely, 

Edward E. Brown 

Vancouver, WA 

-We contacted Jon Boulle, and he said be 
buys OMTTsfrom C-Ltd for about $185. 
He suggests that you may want to 
purchase an imbedded SCSI device now 
that the prices are down.— ED 



Dear AC: 

I am writing in regard to an article 
in the March 1989 issue entitled "Fractal 
Fundamentals", by Paul Castonguay. I 
found the article easy to understand and 
I had fun with the program and 
generating my own fractal designs. I 
have found similar articles on computer- 
generated fractal patterns in the Scientific 
American "Computer Recreations" 
column frustrating because of tiieir 
refusal to explain how to generate the 
fractal patterns. 

The article in AC let me program my 
computer to perform the surprisingly 
simple operations. The article really 
bridged a gap between the difficult to 
apply discussions and the interested but 
easy hacker who wants to see the 
patterns on his own monitor. 

The article in the March issue was 
billed as "Part I," but I have yet to see 
Part II. I hope to see the next installment 
soon. 

Sincerely, 
Daniel Tormey 
Cambridge, MA 

-Fractals Part II was printed in AC V4. 7 
on page 95, and Fractals Pari III ivill 
appear soon i?i a future issue. Paul is 
doing a great job, and we currently plan 
to print up to Fractals Part VI, unless you 
want us to print more, let us know. — FD 



Dear AC: 

I thoroughly enjoyed the article by 
James Bayl ess in V4.2, "A Common User 
Interface for the Amiga". His plea for a 
polished, consistent presentation of 
programs must be heeded if the Amiga is 
to enjoy continued success in a broad 
market. 

For every hacker and hardware-head 
who bought this machine because of its 
technical excellence (like myself) there 
are a thousand other people who want a 
computer that will simply allow them to 
get their work done quickly and 
smoothly. These folks don't care about 
advanced hardware inside their machine, 
the amazing algorithm you developed for 
text-searching, or how you cleverly 
circumvented the operating system to 
speed up file access. What they do care 



about is whether or not a program is 
easy to master, easy to use, and gets the 
job done. 

If they are confronted with cluttered, 
garnish screens, a bewildering array of 
gadgets whose functions aren't 
immediately obvious, or opaque 
terminology, they will come away 
confused, frustrated, and angry. Who can 
blame them? For die vast majority of 
people, a computer is ( and should be) a 
tool, not an end in itself. No one needs 
to know anything about chemistry, 
optics, or electronics to use a camera. 
They shouldn't have to know anything 
about blitters, bit-maps, or Bressenham 
algorithms to write a letter or draw a 
picture using their computer. 

The user interface should be 
developed first, before any other code is 
written. It should not be left until last, 
and used to glue together all of the 
routines that comprise the program. Fit 
your routines to the interface so that 
your program has coherence and 
consistency . Go ahead and make your 
programs powerful, but make access to 
that power simple. Above all, strive to 
make your programs beautiful and a joy 
to use, rather than a chore. Spend a 
hundred hours getting your presentation 
"just so". Then spend another hundred 
hours polishing it. 

Sincerely, 

Paul M. Carlisle 

Royal Oak, MI 

-Commodore agrees with this philosophy 
and is including a programmers library 
in the VIA release. The ASL. library will 
include items commonly needed by 
programmers, such as a file requestor. 
This will make the user feel comfortable 
moving from one application to another. 



Dear AC: 

I enjoyed your recent construction 
article for an Amiga Stereo Sound 
Digitizer. This was an excellent article, 
especially since a PC board layout was 
included. 

However, may I make a suggestion? 
Next time, please make the PC layout 



6 



Amazing Computing V4.9 ©1989 



Got The Picture...Get The Works! 



PLAT 



N U M 



E D 



T I O N 



Picture this: all the productivity applications you cated calculations. Picture your numbers in any 

need in one easy to use "Starter Kit". Give your of eight graph types and displayed in eight 

Amiga power times five. Give it The Works! vibrant colors. Us complete Macro language auto- 

Platinum Edition. mates complex operations. 



/WORD PROCESSOR • The Works! 
Platinum Edition word processor is powerpacked 
with features that help the serious writer excel, in 
an easy-to-use environment that makes begin- 
ners instantly productive. The 104,000+ word 
dictionary with Scientific and Technical supple- 
ments keeps your spelling picture-perfect. The 
470 t 000+ word thesaurus with definitions keeps 
your word-images precise Mail Merge eliminates 
repetitive typing. All this, the ability to print IFF 
graphics, and more! it may be all the word 
processor you'll ever need. 

/SPREADSHEET • The Works! Platinum 
Edition spreadsheet is lightning fast — in fact, the 
fastest Amiga spreadsheet. And it supports the 
68881 co-processor for even more blinding speed. 
The more than 40 built-in functions do sophist!- 



^ TELECOMMUNICATIONS • The Works! 
Platinum Edition is a sophisticated telecommuni- 
cations program. It is a special part of the 
outstanding whole. Its multiple terminal emula- 
tions and ten transfer protocols are the hallmark 
of flexibility. The script language offers unat- 
tended operation and the user defined Macro- 
Keys reduce complex commands to a single key- 
stroke. Ask about Sadie. 

(/DATABASE • The Works! Platinum Edition 
is a flat file manager with power. The extensive 
mathematical functions make reports much more 
than a simple list of data. 

l/SIDEWAYS • The fifth power module in 
The Works! Platinum Edition, stands your print- 
outs on end. Print ASCII text files and IFF 
Graphics rotated 90-degrees. 



The Works! Platinum Edition is true integra- 
tion from the Micro-Systems Software Develop- 
ment Team; pioneers in Amiga productivity 
products. Experience full Clipboard compatibility, 
a common interface, and one user friendly 
manual You owe yourself the Platinum experi- 
ence! Check out The Works! Platinum Edition 
at a dealer near you. 

Committed to excellence since 1978 






Micro Systems Soir ware 

12798 Forest Hill Blvd., Suite 202 

West Palm Beach, Florida 33414 

- 407-790*0770 Fax 407-7901341 

Dealers and Distributors Call 1-800-327*8724 

See your local dealer for a demonstration. 
We use KAO Disks. 
The Works! Platinum Edition is a trademark of Micro-Systems 
Software, Inc. AH brand and product names are trademarks of 
registered trademarks of their respective companies. 
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Circle 126 on Reader Service card. 



actual size, and print the layout right-side 
up (foil side toward the reader). There 
was no easy way for your technically 
inclined readers to easily make a PC 
board from the illustration you provided. 
It would have involved making a PMT of 
the page (after properly scaling the 
layout) and flipping it over to make a 
board. Also, when you print construction 
articles, please try to get PC layouts for 
the projects. They make construction 
much easier. 

Your magazine is a great 
informational source for the Amiga. 
Thanks to you, I have an audio filter 
switch installed in my A1000, and will be 
able to manipulate my dog's bark 
beyond recognition. Keep up the good 
work! 

Sincerely, 
Paul Combs 
Dayton, OH 

-Thank you for these tips. We received 
other letters recommending the same 
ideas. We are one of the few Amiga 
magazines that still does hardware 
projects and we plan to continue. We will 
use these suggestions in future hardware 
articles. — ED 



Dear AC: 

I have had a CMI Processor 
Accelerator with a 68881 running at 20 
MHz for about 6 mondis now and it's 
great. I just read the review on it and 
would like to make a few comments. It is 
true that the 10-30% speed increase is 
somewhat minimal, but this is exacdy as 
advertised. 

Secondly, Rich Grace seemed a little 
unsure of how the coprocessor interface 
works with the 68881 hardware floating 
point chip. The 68000 CPU does not 
have a coprocessor interface (as does the 
68020, 30 and 40) so the 68000 must use 
the 68881 as a peripheral which is much 
slower than using it as a coprocessor, but 
still much faster than doing your floating 
point math without the 68881. 

Programs do not have to be 
especially tailored to the CMI Processor 
Accelerator. New programs only have to 
be compiled in a way as to use the 
floating point library that comes on the 
Workbench disk on 1.3. fhis new library 
will take advantage of a 68881 if there is 
one. All new programs should 
(hopefully) be compiled this way so that 



users can see a significant speed increase 
in any program using floating point. 
Lattice 5.0 has an option to compile a 
program in this way, and I've heard that 
Aztec C also has this option in its newest 
release. 

Using this method to compile is not 
specifically for the CMI board, but will 
speed up floating point programs 
regardless of what brand of board you 
have that has a 68881 on it. I have seen 
some of my benchmarks show as much 
as 70 times increase in speed, but a more 
realistic speed increase is three to six 
times faster for a regular program which 
does a lot of floating point. 

Overall I liked the review and I 
certainly like the CMI Processor 
Accelerator. For anyone interested in a 
program which will show the floating 
point speed increase, I have written a 
program called galaxy collision simulator. 
It is on the Lattice BBS and CompuServe 
(under the AMIGATECH section). 

Steve E. Riley 
Shingle Springs, CA 

-More programs are being written to take 
advantage of both math coprocessor chips 
and accelerator cards. Sculpt 4D by Byte 
by Byte is a good example. — ED 



Dear AC: 

After reading Barney Schwartz's 
review of "PageStream," I came away 
with mixed emotions. On one hand, a 
review by the person who wrote the 
manual for the program is sure to be 
informative. He describes all the 
wonderful features very well. On the 
other hand, a person with such close ties 
to die manufacturer can be very easily 
biased in his opinions, as is the case 
when he implies that the limited number 
of proprietary fonts supplied with the 
program are sufficient for professional 
use. 

He and SoftLogic have made a big 
mistake. In this case, ignoring the 
thousands of Postscript fonts available 
from respected type foundries such as 
Typeface Corporation, Monotype, 
Compugraphic, Letraset, Adobe, 
Bitstream, etc. These are all typographic 
quality fonts designed by some of the 
world's best artists, refined and tested 
over many years of actual use by 
professional graphic designers and 
typographers. To ignore this mass of 



quality fonts that are available yesterday 
and to substitute a measly ten fonts of 
dubious quality is pointiess. The 
"promise" of more fonts "real soon now" 
is not very comforting. 

In the graphics arts business the 
quality of the final output is all that 
matters. When you spend thousands of 
dollars for printing that is vital to your 
business, you want the best type 
possible. As a professional graphic artist I 
cannot expect my clients to settle for 
second class typography just because my 
page layout doesn't allow the use of a 
wide variety of quality fonts. 

Until Amiga software developers and 
Commodore themselves take full 
advantage of Postscript fonts, Amiga 
desktop publishing programs will be just 
second rate. 

Sincerely, 

Andre Page 

Sepulveda, CA 

-Here is a response from SoftLogik: 

In respome to the letter from Andre 
Page we would like to clear up a simple 
misunderstanding concerning our 
product. PageStream is FULLY PostScript 
compatible. We do not ignore or hide 
from PostScript or its fonts. We in fact 
strongly recommend its use in 
professional settings as Andre cited. 

It seems that the misunderstanding 
stems from a paragraph in Barney 
Schwartz's aiticle. In the article he states 
that (S ...you are limited to PageStream 
fonts within your document. " This is tnte 
in that PageStream must have a screen 
font for ever)> font that it prints out, as is 
true with any DTP package, on any 
machine. But that does not mean you are 
limited to Soft-Logiks outline fonts when 
pri7iti?ig to PostScript printers. 

Currently we offer screen fonts for 
the 35 "standard "fonts that come in most 
PostScript printers. Additionally we offer 
many more downloadable PostScript 
fonts. But even with this wide selection we 
do not have screen fonts for the several 
thousand typefaces available to PostScript 
imaging devices. In fact, other than for 
PC's and Mac's, there exist no standard 
screen fonts at all. And that is the core of 
the problem. 

Currently none of the major type 
vendors support the Amiga like they do 
other computer's. Soft-Logikfor one would 
be overjoyed if they would. On a 
practical side, ifSoft-Logik were to try to 
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UNLOCK THE GRAPHICS POWER 
OF YOUR AMIGA 2000! 



flickerFixer is an advanced graphics adaptor 
that eliminates your Amiga 2000's interlace 
flicker and visible scan lines. The result: super- 
ior quality color or monochrome graphics and 
text — for such demanding applications as 
CAD/CAM, Desktop Presentation, Graphic 
Design, Animation, 3D Modeling, Video, and 
Word Processing, 

flickerFixer upgrades the Amiga 2000 with a 
flicker free 4096 color palette, has an overscan 
mode that features a screen size of 704 x 470 
pixels and drives most of the popular PC 
Multiscan and VGA monitors, including the 
NEC Multisync and Mitsubishi XG1429C. 



Accolades include: Best of 1988 Award, 
Commodore Magazine (12/88); #T Reader's 
Choice Award, AMIGAWORLD (12/88); 'The 
display is fantastic . . . It is the best display we 
have ever seen on any computer system/' 
Amiga GURU (5/88) 



flickerFixer tits into the Amiga video slot, is fully 
compatible with all software, and does not 
modify the standard Amiga video signals. For 
more information or to order, call MicroWay 
Sales at (508) 746-7341 or your Amiga Dealer. 
Priced at $595, flickerFixer \s made in the USA 
and is FCC Class B approved. 



MicroWay. . . Respected throughout the industry for high quality engineering, service and technical support. 



Micro 



■■■'-.':.- 



World Leader in PC Numerics 



P.O. Box 79. Kingston, MA 02364 USA (508) 746-7341 

32 High St. Kingston- Upon -Thames, UK, 01-541-5466 

USA FAX 617-934-2414 Australia 02-439-8400 

flickerFixer and MicroWay are trademarks of MicroWay. Inc. Amiga is a registered trademark of Commodore. Multisync is a registered trademark of NEC. 
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Meet a team of the friendliest 

financial organizers 

you'll ever run across. 




When you want to manage your personal finances, Money 
Mentor goes a step beyond. 

Plug Money Mentor into your Amiga and a virtual teamwork effort takes place in 
watching over every aspect of your personal finances. 

The new "C" version of Money Mentor is the friendliest financial organizer 
obtainable today! 

Now you can experience super-speed data entry, dazzling graphic output and 
an extremely friendly attitude! 



Smart Scrolls for speed. 

Money Mentor has a truly unique system called Smart Scrolls, that handles a 
diversity of otherwise tedious data entry functions and clips along saving you up 
to 70% of your typing time. It's a swarf addition to Money Mentor, that's why we 
call it Smart Scrolls. 

Money Mentor Features: 

• Net Worth Statement 

• 200 Budget Categories 

• 30 Integrated Accounts such as Checking, Cash, Savings and Credit Cards 

• Elaborate Search Routine allows editing of transactions according to your 
spec ific guidelines 

• Automatic Check Printing 

• Automatic Account Balancing 

• Color Graphic Reports illustrating actual vs. budgeted amounts 

• Over 50 Reports to choose from! 

What they're saying about us! 

"Money Mentor Imis to be the nicest took and feel of any money* manager 
package for home use that I have ever seen. " — Amiga Sentry 

"Money Mentor is an excellent product " — Amazing Computing 

Money Mentor is for everyone! 

It does more than just keep your checkbook balanced. Money Mentor helps you 
manage your personal finances which is important to any family or individual 

With Money Mentor, you can be looking better financially. 

Order Monev Mentor todav. 



Money Mentor sells 
for only $95.95! 



VISA 



m. 




SEDONA SOFTWARE 



SEDONA SOFTWARE/11828 RANCHO BERNARDO RD., SUITE 128-20/SAN DIEGO, CA 92128/CALL (619) 451-0151 
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create screen fonts for every PostScript 
font from just the manufacturers 
mentioned, we would be hopelessly 
swamped. It is our hope to soon make 
available a utility that will allow Amiga 
users to create surrogate screen fonts so 
that they can access the many fonts that 
are resident in typesetters and laser 
printers. 73? is would g ive A m igan ! s even 
better access to the power and beauty of 
font libraries from companies such as 
1TC, URW and Agfa CompuGraphic. But 
until these corporations are made aware 
of the power and size of the Amiga 
marketplace, and release their libraries in 
A miga-co mpatible format, no A m iga n 
will truly have full access to such fonts, 

Mark Wetzel 

Soft-Logik Publishing Corporation 

St. Louis, Missouri 



Dear AC: 

Thanks for an exceptionally 
interesting and informative May 1989 



issue! I am considering starting a 
business that will rely heavily on the 
Amiga's music and video capabilities, 
and this issue gave me a real boost in the 
motivation department! 

1 was distressed to read John 
Steiner's "Bug Bytes" report about the 
infected fake version of VirusX (known 
as Vx33.arc) that has been making its 
rounds on the BBS's. It's bad enough 
when some idiot creates a fake version 
of ANYTHING and tries to pass it off as 
an upgrade of a well respected program. 
But to intentionally create and distribute 
a program CONTAINING a virus that 
users are expecting to REMOVE 
viruses — that's the lowest form of low I 
can think of. 

Steve Tibbett's VirusX is a godsend. 
I have kept up with the upgrades and 
have installed it in the startup-sequence 
of nearly every program I own. VirusX 
has saved me a lot of problems and 
Tibbetts is to be commended for a fine 
programming effort. 

I hope that people will ignore the 
fake version and not shy away from the 



real VirusX. Don't help to destroy the 
future of one of the most important 
utilities in the Amiga community. Let's 
stand behind Steve Tibbetts and show 
him that we appreciate and support his 
efforts. Instead of downloading the 
infected fake from BBS's, lay out the $6 
for a Fred Fish disk containing VirusX, 
That way, you know you are receiving a 
genuine version. More importantly } you'll 
be showing Steve Tibbetts that his efforts 
have not been in vain. 

Irene C. Kobelski 
Colchester, CT 

-The latest version of VirusX is V3.2 and 
is available on Fred Fish Disk *216. Steve 
Tibbetts is doing a great job at keeping up 
with viruses as they come out.— ED 
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HardPrame/2000 

The Super-Speed, DMA, SCSI Hard 
Disk Interface for the Amiga 2000 




How fast is fast? HardFrame/2000 transfers 
data at Amiga bus speeds! It's actually faster 
than the hard disk mechanism itself! And even 

more important in the Amiga's multitasking environment HardFrame/ 
2000 has extremely efficient DMA circuitry to get on and off the bus in 
almost no time at all: 280ns to get on; 200ns to get off. And it's true / 
dedicated DMA, too! HardFrame/2000 autoboots and auto mounts di- 
rectly into the AmigaDOS™ 1.3 Fast File System (old file system parti- 
tions are not needed!). The core of any DMA SCSI interface is in its 
SCSI protocol chip and DMA chip. MicroBotics has chosen the new, 
high performance Adaptec AIC-6250 SCSI chip, capable of up to 5 
megabytes per second raw transfer speed, and the Signetics 68430 
DMA chip running at 12.5 megahertz. Then we added additional FIFO 
buffering and enabled 16-bit wide data transfers for maximum 
throughput. The sophisticated design of HardFrame/2000 provides for 
automatic SCSI arbitration, selection and reselection. The hardware 
supports either synchronous or asynchronous data transfer. Hard- 
Frame/2000 can function as either the SCSI bus initiator or the target 
and can reside in a multiple master environment. Physically, Hard- 
Frame/2000 is optimally flexible: the compact, half-size card comes at- 
tached to a full length, plated aluminum frame. The frame has mount- 
ing holes positioned to accept standard, 3.5" SCSI hard disk units such 
as those manufactured by MiniScribe, Seagate, Rodime, and others 
(hard disk mechanisms must be supplied by the user or his dealer as a 
separate purchase item). Alternatively, you can cable-connect to a SCSI 
drive mounted in your Amiga's disk bay or in an external chassis. As 
many as seven hard disks may be connected to a single HardFrame/ 
2000. There is no size limit on each disk. HardFrame/2000 includes a 
50-pin SCSI cable and header connectors for either 50-pin or 25-pin 
cable connection. Also included is a current tap to power frame- 
mounted drives directly from the slot itself. HardFrame/2000 comes 
complete with driver, installation, and diagnostic software. 

Available NOW! Suggested list price, S329 {hard disk not included) 

Frameless version: $299.00. See your Amiga Dealer. 

The HardFrame/2000 photo shows the product with a MiniScribe 
twenty megabyte hard disk installed. Hard disks are noh ncluded in 
the purchase price of HardFrame. Note that if placed in the first slot, 
HardFrame uses only one sfot even with a disk attached. 




MicroBotics 5 lnc. 

Great Products Since the Amiga Was Born! 

811 Alpha Drive, Suite 335, Richardson, Texas 75081 (214)437-5330 
Tell your deafer he can quick-order from MicroBotics directly -no minimum quantity -show him this ad! 
"Amiga" is a registered trademark of Commodore-Amiga. "HardFrame/2000*, "8-UP r . ■PopSimm". are trademarks of MicroBotics. Inc. 
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» AutoBoots AmigaDOS 1.3 
(Price Includes 
HardFrame Eproml) 

i Directly Boots the 
New Fast-File System! 
(Doesn't Need Old FS!) 

► Auto-mounts All 
Hard Disk Partitions 

(no Mount List Required!) 

► Designed-in, Ultra Strong, 
Multitasking Performance 

» High Quality Metal Frame 
for Stable, On-Card, 
Hard Disk Mounting 

► Power Cabling Directly 
from Card to Disk 

» 50-pin Cable Included 

» Supports up to seven SCSI 
hard disks of any size 



New! 

8-UP! (DIP) FastRAM 

Another great memory board from MicroBot- 
ics, 8-UP! (DIP) is the "brother" of the original 8-UP! 
(which uses SIMMs and PopSIMMs to fill its memo- 
ry space). 8-UP! (DIP) uses conventional 1 megabit 
RAM chips in standard sockets to provide your 
Amiga 2000 with 2, 4, 6, or 8 megabytes of autocon- 
figuring FastRAM! 8-UP! (DIP) is a super efficient 
CMOS design for lowpower consumption and high 
reliability. Suggested list price, $239 (0k installed) 



r - - - - ------- n 

Join MicroBotics 

I ONLINE TECHNICAL SUPPORT I 

, CONFERENCE ON BIX - 

' (The Byte Information Exchange) ' 



| -call 1-800-227-2983 

for BIX membership information! 
L----------- J 






Amazing Users Unite 





CAUSe 

Canberra Amiga Users Society 

John Buttle, Public Relations Officer 

P.O. Box 596 

Canberra City A.C.T. 2601 

Australia 

Phone: (062) 514141 (home) 

Description: Our group has been 
operating since October 1986 and has 
approximately 200 members. 

Meeting: Second Thursday of every 
month at 8:00 p.m. 

Location: Seventh Day Adventist Church 
Hall, 3 Macleay St, Turner. 

BBS: Phone (062) 551469, 24 hrs., sysop: 
Peter McNeil: (062) 545545 (home). 

Users Unite Users Unite 

O.P.A-U.G. 

Olympic Peninsula Amiga Users 

Group 

Eldon DeHart 
717 E. 9th Street 
Port Angeles, \VA 98362 
Phone: (206)452-6735 

Meeting: Last Friday of every month at 
7:00 p.m.-? 

Location: 717 E. 9th Street Port Angeles, 

WA 98362. 

BBS: The Red Dragon, 2400 Baud, 24 

hrs., phone: (206) 457-3671, sysop: Eldon 

DeHart. 

Users Unite Users Unite 

Twin Ports Area Amiga Users Group 

Kenji Ogura 
30 W. Superior St. 
Duluth, MN 55802 
Phone: (218)722-2641 

Meeting: Second Tuesday of every 
month at 7:00 p.m. 

Location: UMD, Room MWAH 176. 



Club Amiga 

Joyce Burek, President 
10002 Kirkglen Drive 
Houston, Texas 77089 
Phone: (713)481-4704 

Club Amiga meets on the first Thursday 
of every month at 7:00 p.m. at 
MicroSearch Computers, 9896 S.W. 
Freeway, Houston, TX 77074. 

The Clear Lake Chapter of Club Amiga 

meets on the third Thursday of every 
month at 7:00 p.m. at MicroSearch, 2402- 
F Bay Area Blvd., Houston, TX 77058. 

The Wiliowbrook Chapter of Club Amiga 
meets on the third Thursday of every 
month at 7:00 p.m. at Software Etc., in 
the Wiliowbrook Mall, located at FM 149 
& FM I960, Texas. 

BBS: 1200-2400 Baud, 24 hrs., phone: 
(713) 528-7511, sysop: Scott Denham. 

Users Unite Users Unite ■ 

WAC 

Washington Area Commodore User 

Group 

John Krout, Amiga SIG Leader 
P.O. Box 684 

Springfield VA 22150-0684 
Phone: (703)273-6074 

Description: Serving Amiga users as well 
as C64, CI 28 and MS-DOS users in the 
region around Washington, D.C. The 
public is cordially invited to attend ail of 
our meetings. We offer a 24-page 
monthly newsletter, an Amiga PD/ 
shareware Disk of the Month, and a 
video library. Our club is especially 
eager lo receive demo disks and 
instructional videos from software 
publishers. These items are publicized 
prominently in our newsletter. 

Meeting: Third Saturday of every month 
at 1:00 p.m. 



PACE 

Penobscot Amiga Computer 

Enthusiasts 

Michael Weinberg, Secretary/Treasurer 

27 Cedar Street 
Belfast, Maine 04915 

Description: PACE meets once a month, 
maintains a PD library of more than 200 
disks, and publishes the newsletter 
PACER every two months. 

Meeting: Contact Michael Weinberg for 
dates, times, and locations. 



Users Unite Users Unite 

A.CE. 

Amiga Computer Enthusiasts 

John Zale, President 
P.O. Box 591 

Oak Forest, Illinois 60452 
Phone: (312)687-7788 

Description: We currently have 75 active 
Amigaists. The group has a wide variety 
of interests and experience. We 
welcome all those who have an Amiga 
or are curious about this wonderful 
machine to visit our next meeting. 

Meeting: First Thursday of every month 
at 7:30 p.m. 

Location: Percy Hopkins Auditorium at 
Christ Hospital, 4400 W, 95th Street, 
Oaklawn. 



- T 



i Unite Users Jnite 



If you would like your users group info 

printed here please send us a letter, 



Thanks 



•AC- 



12 Amazing Computing V4.9 ©1989 



The Amazing Computing Freely Redistributable Software Libraiy 

announces the addition of... 



New Orleans Commodore Klub's 



inNOCKulation Disk 

Version 1 .5 

To help inform Amiga users of the newer Amiga vii%tses and provide them with the 
means to detect and eradicate those pesky little critters! 



Files and directories on the 
inNOCKulation Disk include: 



Virus JTexts (dir) 

Various text files from various places 
(Amicus *24, PeopleLink, and 
elsewhere!) describing the Virus(es) and 
people's experiences and their 
recommendations; TVSB 'The Virus 
Strikes Back": satirical text describing 
future efforts to rid the universe of the 
dreaded (silicon) viruses! Interview with 
the alleged SCA virus author! 



WBJVirusCbeckers (dir) 

Viru$X3.2 

Runs in the background and checks disks 
for viruses or non-standard boot blocks 
whenever they are inserted. (Recognizes 
several viruses and non-standard boot 
blocks. Removes virus in memory. Has a 
built-in ( 'view boot blocks" & other 
features.) 

Sentry 

Revision of VirusXl.Ol in Lattice C. 

ViewBoot 

Highly active mouse-driven disk and 
memory virus-checker which allows you 
to look at the pertinent areas (useful in 
case you suspect a NEW virus!) 



VRTest3-2 

Watches memory for viruses; will alert 
the user and allow their removal if 
found, Can check & INSTALL disks, etc. 



CLl_VirusCfoeckers (dir) 

AVirusII 

From The Software Brewery (W. 
German). Disables a virus in memory. 

Ok_Doctor3 

Corrects problems with the clock (caused 
by malignant programs, perhaps not 
really a Virus") (A500 & A2000) 

Guardianhl 

Checks for attempts at viral infection at 
boot! Allows you to continue with a 
normal boot (if desired). Includes a small 
utility program to permanently place the 
program on a copy of your Kickstart 
disk. 

KiUVirus 

Removes (any?) virus from memory. 

VirusKiller 

A graphically appealing and user friendly 
program by TRISTAR. 



Boot-Block _Stuff 

SafeBoot2.2 

SafeBoot will allow the user to save 
custom boot sectors of all your 
commercial disks and save them for such 
an emergency. If a virus somehow 
manages to trash the boot sectors of a 
commercial disk, just run SafeBoot and it 
will restore the boot sectors, therefore 
saving your disk!! 

Virus jllertV2.0J 

Yet another anti-virus program with a 
twist. Once installed on your boot disk a 
message is displayed just after a warm or 
cold boot notifying the the user that the 
disk and memory are virus-free, and 
forcing a mouse-button press before 
continuing. 

BootBackl 

Saves and restores boot-blocks. Runs 
from CLI only. 

Antivirus akaAVBB 

Includes SEKA assembler source. 

XBoot 

Converts a boot-block into an executable 
file, so you may use your favorite 
debugger (Wack, Dis, ...) to study it. 



The inNOCKulation disk also includes 
icons and arc files. 



To order the inNOCKulation 
disk, send: $ 



6.00 



includes postage 
& handling 



($ 7. 00 fo r non-subscribe rs) 



Amazing Computing 

inNOCKulation disk orders 

P.O. Box 869 

Fall River, MA 02722 
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micro (mi'kro) enlarging or amplifying, 
momentum (mo men'tem) strength or force that keeps growing. 

-Webster's 



Momentum Check 




$29.95 



Momentum Mail 




$29.95 



TelcTutor 




$29.95 



Uzzi Interface 




A full-featured checkbook management package that makes checkbook 
management easy. Class codes are user-defineable and allow you to track 
any expense you wish. Use the standard reports provided or create your 
own custom reports. Reconciliation was never so easy. Momentum Check 
prompts you for all outstanding items! You can use the mouse, keyboard, 
arrow keys, or a combination to move around in Momentum Check 



An easy-to-use mailing list management program. Why fiddle with 300-page 
manuals and spend several hundred dollars when it can be as easy and 
affordable as this? Momentum Mail comes ready to use, waiting for your 
mailing list! Keep mailing lists, for Birthdays, Christmas, Church, etc. You 
can search by any field and use pattern matching. User-adjustable label size. 



A complete interactive telecommunication tutorial. Eveiy thing about 
telecommunications in one place! Features a simulated BBS to get the feel of 
using a BBS before going on-line. Practice uploading, downloading, using 
file compression utilities. Comes with a terminal program to get you on-line. 
You can save each lesson and start where you left off later. Complete listing 
of BBS numbers for U.S. and Canada. Start telecommunicating today! 



A joystick/mouse interface with an auto-fire rate adjustable up to 30 rounds 
per second !! Switch between automatic and transparent mode. A 4 ft. 
extension cable allow easy connection for A500 owners. Adjustable fire rate 
allows you to fine tune the Uzzi Interface for each of your favorite games. 
Blow your old game scores away! Designed on and for the Amiga. 



$34.95 



All our product are designed, produced, and manufactured proudly in the U.S.A. 



Available at fine dealers, or order direct. Make check or money order payable to: 



^ 



Micro Momentum, Inc. 

100 Brown Avenue 

Johnston, RI 02919 

(401)949 5310 



/Dealer Inquiries^ 
\ ^ Invited J 



Please add $1.50 for S&H. CO.D.s add additional $2.50. All products 90-day warranty. 



If vou've got a product, we're interested. Momentum Check, Momentum Mail, TeleTutor, and Uzzi Interface are trademarks of Micro Momentum, Inc. Amiga is a registered trademark ofCBM, 
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New Products and 
ether Neat Stuff 



by Elizabeth G. Fedorzyn 



Tune in 

Microlllusions has introduced 
Music-X, a music processor for use with 
the Amiga and MIDI instruments. 
Music-X works to create and manipulate 
musical scores, as well as communicate 
with and control MIDI devices. 

Music-X supports real-time 
recording of systems exclusive data. 
Through the menu entries and gadgets 
on die Sequencer Page, you can record 
instrument segments one by one, edit 
them, then play them back together on 
MIDI instruments. 

The Bar Editor displays events 
graphically as icons positioned in a two- 
dimensional time/pitch graph. Events can 
be added to, removed from, and 
repositioned in the graph. The Event 
Editor lists all events in a sequence, 
where they can be manipulated with 
functions like Cut, Copy, Paste, Recall, 
etc. The program even lets you record 



while in the edit mode, allowing you to 
watch notes appear on your edit display 
as you play them. 

Music-X features keyboard map- 
ping, allowing you to control almost any 
function of the sequencer — including 
starting/stopping the sequencer, initiating 
sequences, or changing die keymap 
itself — from a MIDI keyboard, footpedal, 
or other MIDI device. 

Other features include the Librarian 
Page, which is used to store programs 
for synthesizers, and Patch Editor Pages, 
an expandable feature that allows you to 
work with different MIDI devices. Music- 
X comes equipped with patch editors for 
the Roland D-50, Yamaha TO-81Z, and 
Yamaha DX 1000. 

The package includes 1 program 
disk, 1 Music-X examples disk, 
1 Music-X utilities disk, and a manual. 
Music-X is compatible with Microlllu- 
sions' MicroSMPTE and MIDI-X. Music-X 



works with the Amiga 500, 1000, and 
2000 and requires at least 1 meg RAM, 

Microlllusions 

17408 Chatsworth St. 

Granada Hills, GA 91344 

(818) 360-3715; in CA (800) 522-2041 

Music-X, S299.95 

Inquiry #269 



Hi e missing link 

New from Inset Systems. The 
Scannery links your Amiga to an HP 
ScanJet to give you high-quality scanned 
images for your documents. 

Simply place your graphic image — 
document, chart, line drawing, photo- 
graph, etc. — face-down on the scanner 
bed. Select Preview from the options list, 





left: 

Microlllusions 1 Music-X 



Right: 

The Scannery from Inset 
Systems 
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and you can scan and view at a low 

resolution an entire 8 1/2x11 image on 
the left side of the screen. 

With the Clip option, you can 
isolate any area within the image for the 
final high resolution scan. Just place the 
cursor in any comer of the area to be 
defined, and click and hold the select 
button while you drag the cursor to form 
a box of any size. The clipped area can 
now be fine-tuned by specifying the 
dimensions in inches or pixels. 

The Scannery lets you customize 
your images, too. Once the dimensions 
of the outline are defined, move the box 
around the image field to precisely 
capture the elements as you want them 
to appear in the final scanned image. 
You can crop a picture to fit precisely 
into the space allotments of your 
document. Scale, Resolution, and 
Brightness can also be manipulated for 
greatest flexibility in image output. 

The program lets you save in up to 
16 shades of gray, or select one of four 
dither patterns for your output. You can 
also invert the image in both the Preview 
and Final Scan functions. Images can be 
saved to disk for further revision in a 
paint program, or for inclusion in a 
desktop publishing application. 

The Scannery features ARexx 
support. The package includes the 



program disk, custom cable, and 
documentation. It supports IFF. EPS, PCL, 
and FAX file formats. The Scannery 
works with the Amiga 500 or 2000, and 
is compatible with the HP ScanJet or 
ScanJet Plus. 

Inset Systems, Inc. 

71 Commerce Drive 

Brookfield CT 06804 

(203) 775-5866 

The Scannery, $250.00 

Inquiry #271 



Qu% Quoti, Quand! t Offl 

Blue Ribbon Bakery's quest for 
organization has taken a international 
twist. Their organizational program, 
Who!, What!, When!, Where!, will soon 
be available in German and French lan- 
guage versions. 

Beginning this month, the German 
version of WWWW will be available in 
Germany, Switzerland, and Austria. In 
December of this year, the program's 
French language edition will be released. 
(Never again will the French have to 
worry about missing a one-night-only 
showing of the Nutty Professor^ The 



French version will be made available in 
France as well as the Canadian province 
of Quebec. 

WWW acts as an electronic 
secretary, its many features including 
appointment scheduler, calendar, alarm 
clock, and Rolodex. 

Blue Ribbon Bakery 

1248 Clairmont Road, Suite 3D 

Adanta, Georgia 30030 

(404)377-1514 

Inqttiiy#272 



Wfjat happened to 2? 

NewTek didn't waste any rime with 
Digi-Paint 2; they've hopped right in with 
Digi-Paint3 f the "Ultimate Paint 
Program" for the Amiga that lets you 
create original artwork using all the 
machine's 4096 colors simultaneously. 

The new program features, among 
other things, Texture Mapping with anti- 
aliasing for smooth 3D effects, Transpar- 
ency Control: Text Rendering for 
rainbow fonts, anti-aliased fonts, etc.: 
Colorized mode that lets you add color 
to any black-and-white image; cut and 
paste with any drawing tool: and real- 




Digi-PaintS 
from NewTek 



Jack Nickl aits' Greatest IS Holes of Championship Golf 
from Accolade 
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time auto-scrolling on super bitmaps. 

Digi-Paint 3's interface was 
implemented by renowned Amiga artist 
Jim Sachs. It features complete keyboard- 
control options and expandable palette 
selection tools. 

Digi-Paint is compatible with 
ARexx and X-Specs 3D, and requires 
512K memory. The package includes 1 
program disk, 1 Transfer 24 image 
manipulation disk, and manual. 

NewTek, Incorporated 

115 W. Crane St. 

Topeka, KS 66603 

Digi-Paint 3 

Inquiry #276 



Tfje Golden Bear stalks the Amiga 

The latest golf simulation by 
Accolade finds golfs Golden Bear on an 
unfamiliar course — the computer screen. 
But he appears to have adapted to the 
electronic green rather well. 

Jack Nicklaus' Greatest 18 Holes 
Of Major Championship Golf was 
jointly produced by Accolade and Jack 
Nicklaus Productions, Inc. The game, 
which was nominated for Best Sports 
Program of the year by the Software 
Publisher's Association, features graphi- 
cally detailed representations of IS of the 
world's most challenging holes in 
professional golf — all chosen by Nicklaus 
himself. 

Some of the more prominent 
courses include Pebble Beach, Augusta, 
and Royal Lytham. Also included are 
Casde Pines in Colorado and the Cochise 
Course at Desert Mountain, Arizona — 
two of the toughest and most scenic 
courses Nicklaus ever designed. 

Greatest 18 Holes incorporates a 
wide variety of challenging features 
including wind direction and intensity, 
course hazards, rolling hills, random pin 
placement, and skins scoring or stroke 
play. 

Options allow you to play with one 
to four people or against a variety of 
computerized men and women golfers. 
You can play at either the beginner or 
expert level, on the pro, mens' or ladies' 
tees. Each computerized golfer has their 
own unique playing style and appear- 
ance (different plaid patterns?). If you're 
feeling particlularly handy with the irons 3 



you can play against against a computer- 
ized Jack Nicklaus who possesses skills 
patterned after the golfer's game. 

According to Accolade vice 
president Ralph Giuffre, the pro golfer's 
expertise was incorporated not only into 
the game's design, but is also extended 
to the user through both on-screen and 
documentation tips from Nicklaus. 

This is the first computer software 
product release to be undertaken by Jack 
Nicklaus Productions. Commenting on 
the integrity of the release, Nicklaus said, 
Tm told The Greatest 18 Holes of Major 
Championship Golf is the most realistic 
golf simulation ever made for the 
computer, and I believe it. I think you'll 
find it visually attractive and a delight to 
play. You definitely will fmd diat r like 
the real game, it requires strategic 
thinking, concentration, and plenty of 
practice to master." 

Jack Nicklaus' Greatest 18 Holes 
works widi the Amiga 500, 1000, and 
2000 and requires 512K memory. 

Accolade 

550 S. Winchester Blvd., Suite 200 

San Jose, CA 95128 

(408) 985-1700 

Jack Nicklaus' Golf, $4995 

Inquiry #270 



Get under your skin 

Optimum Comparitive Technolo- 
gies has introduced the Opticomp 
system, die first image-analysis system 
based on the Inferred-Structure Technol- 
ogy (1ST). 

The Opticomp system actually 
allows one to see under the skin of a 
human being, into the outer surface of 
the structural component of a person, or 
the myofascial body, without radiation or 
invasive techniques. Such a process 
allows stmctural physicians to make 
observations concerning ailments that lie 
beneath the skin. 

Unlike X-rays, CAT-scans, NMR's, 
and other radiation-based treatments, 
that see all the way to the bone, Opti- 
comp and 1ST lets physicians view the 
soft tissue and fascia, thus allowing them 
to discover the cause of such structural 
problems. 

The easy-to-use Opticomp software 
handles all the views neccesary, files the 
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50% more MB with RLL-CONT ROLLER. 
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views as sessions, and processes the 
images for a variety of analyses. The 
program can be operated via the 
keyboard or mouse. 

The Opticomp system is sold as a 
complete turn-key package, including an 
Amiga 2500, a high-resolution color 
monitor, high-resolution color printer, 
custom digital signal processor, camera, 
custom lights j booth, and installation and 
operation manuals. 

Optimum Comparitive Technologies 

5306 Cromwell Court 

Roanoke, VA 24018 

Opticomp, $9995.00 

Inquiry #275 

•AC- 
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Secrets of Visual Synthesis 



— Ray Tracing with Sculpt-Animate 4D and Turbo Silver 3.0 



by David Dttberman 

We hold this truth to be self- 
evident: The Amiga is the most exciting 
graphics-oriented computer available to 
the average consumer. There are literally 
hundreds of ways to create images on 
the Amiga, and new ones are becoming 
available almost daily. However, many 
will agree that the most fascinating 
pictures come from ray- tracing programs. 



Images produced with Sculpt-Animate 
4D (top) and Turbo Silver 3,0 (bottom). 



I 




I call ray-tracing Visual Synthesis 
because of the analogy between this 
process and the creation of new sounds 
using electronic musical instruments. Just 
as the skillful programming of synthesiz- 
ers can produce remarkable new 
tonalities never before heard, and 
perhaps better suited than traditional 
sounds for creating music in a rapidly 
changing world, ray- 
tracing — in experi- 
enced and insightful 
hands — can produce 
seamless photograph- 
quality images that can 
constitute a new arr 
form. 

Defined 
precisely, ray-tracing is 
a process whereby 
three-dimensional 
images and sequences 
of images or anima- 
tions are generated by- 
calculating the effects 
of rays of light upon a 
set of objects repre- 
sented in the com- 
puter by vertices, faces 
and surface properties. 
By realistically 
depicting shadow and 
reflective effects, ray- 
tracing programs can 
generate startlingly 
lifelike images, with 
imagination being the 
only limitation on 
content and presenta- 
tion. 

Currently 
there are two major 
ray-tracing programs 
for the Amiga — Turbo 
Silver 3-0, from 
Impulse Inc., and 
Sculpt-Animate 4D, 
from Byte by Byte. 



Having gone through several major 
revisions since their original releases, 
both can be regarded as reasonably 
mature products. Each is superb in its 
own way and : if there is any way your 
budget can justify it, I recommend you 
purchase both. 

But I realize that many with an 
interest in ray tracing derive little or no 
income from it, and can afford to pur- 
chase only one package. I will therefore 
present a list of similarities and differ- 
ences between the two in an attempt to 
clarity the situation for the potential user 
of either or both. 

The program environment 

First we'll look at the physical 
program environment, starting with 
program size. While the Turbo Silver 3.0 
program occupies approximately 250K of 
disk space. Sculpt-Animate weighs in af a 
hefty 460K or so — an important factor for 
those with the minimum requirement (iur 
ray-tracing) of 1 megabyte of RAM. 
However, Sculpt-Animate uses an overlay 
system, with sections of the program 
being unloaded and loaded as needed so 
as to reserve the most possible RAM for 
object storage and image rendering. 

One of the innovations in the 4D 
version of Sculpt-Animate gives you 
menu commands to load and unload 
program code (i.e., overlays). If the code 
is fully loaded, less access to the 
program disk is required , which is good 
for users of Iloppy-disk-based systems. 
But if the code is unloaded, an additional 
270K of memory is available for other 
purposes. 

Sculpt also lets you unload the 
Workbench to recover a valuable 30K of 
graphics memory, an option unavailable 
with Silver, Since Turbo Silver loads fully 
when initialized and doesn't use over- 
lays, floppy-based users can remove the 
program disk after loading the program 
and use the disk drive for data. 
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Both programs come with free 
versions that support the combination of 
a 68020 microprocessor with a 68881 
floating-point mathematics coprocessor — 
an expensive but necessary add-on for 
the professional ray tracer. While Turbo 
Silver is not copy-protected in any way, 
Sculpt-Animate has a form of copy 
protection: it often asks you for a word 
from the manual upon starting, which is 
rather annoying. Of course, price is also 
an important basis for comparison. While 
Turbo Silver's suggested list is $200, 
Sculpt-Animate 's is $500. 

Both programs use standard 
Intuition menus and include keyboard 
equivalents to many menu commands, as 
well as the ability to set up your own 
keyboard equivalents to any menu 
command. Silver lets you program the 



"Ray-tracing — in 
experienced and 
insightful hands — 
can produce seam- 
less photograph - 
quality images that 
can constitute a 
new art form. * 



function keys alone and in combination 
with the Esc key for a total of 20 user- 
defined keyboard alternatives, while 
Sculpt lets you assign commands to the 
26 letter keys. 

Sculpt also lets you assign menu 
commands to letter keys on-the-fly, but 
there is no way to save these defini- 
tions. Both programs also use request- 
ers, but Silver uses convenient "Super 
requesters" that let you make a wide 
range of settings simultaneously. 
Overall, however, Sculpt's interface has 
a smoother, more professional feel and 
interferes less with the creative process. 

Object creation 

Next we'll compare each pro- 
gram's object-creation environment. The 
initial contrast is obvious. While Sculpt- 
Animate gives you the Tri-View (three 
movable and resizable windows 
showing views simultaneously from the 



top or bottom, front or back, and right or 
left side), Turbo Silver gives you a non- 
manipulable full -screen single view of 
the front, top, and right sides only. Also, 
the edges around the Tri-View's window 
contain a variety of useful gadgets, 
which, in many cases, obviates the need 
to resort to menu commands. 

A major problem with using ray- 
tracing programs on the Amiga is that 
everything takes too long. It is well 
known that rendering images can 
consume exorbitant amounts of time, but 
image creation and manipulation can 
also involve lengthy waiting periods 
because of the time required to redraw a 
complex wireframe view whenever a 
physical change is made to an object. 

In Sculpt-Animate's case, this 
problem is potentially tripled in magni- 
tude because three windows are always 
redrawn. But author Eric Graham has 
provided an ingenious workaround. You 
can simply interrupt the redraw process 
to issue any other command — whether 
from menus or the keyboard — and it will 
immediately take effect. 

Turbo Silver does not let you issue 
new commands while the screen is being 
redrawn after a transformation. On the 
other hand, if you abort a Sculpt-Animate 
rendering, there is no way to save the 
partial image. Turbo Silver lets you save 
any image interrupted during rendering. 

The two programs let you create 
objects interactively point-by-point and 
face-by-face, but Sculpt also lets you 
define objects precisely with a list of 
vertices and faces entered into a text file 
called a script file. 

Both programs also provide a 
means of creating spun (lathed) or 
extruded objects. While spinning is quite 
similar with both programs, Silver's 
extrusion is more advanced, as you can 
predefine a precise path and optionally 
force the extruded oudine to "bend" with 
the path's direction, Sculpt's extrude 
makes a connected copy of selected 
faces and puts you in Grab mode, 
forcing you to manually define the size 
and direction of each section of the 
extrusion. On the other hand, Sculpt- 
Animate 4D offers a sophisticated helix 
command that lets you create complex 
twisted objects easily. 

Also, both programs let you build 
intricate objects by linking a series of 
(user-defined) cross-sections. In this case, 
Sculpt's implementation (Unsiice) is more 
sophisticated because the cross-sections 



need not contain the same number of 
points, as in Silver's Skin command. 

Often, in creating three -dimen- 
sional scenes, you must rotate objects to 
reorient them with respect to one 
another. One of Sculpt-Animate f s big 
advantages is that you can rotate objects 
interactively. In Silver, you must set the 
new angle on a separate requester while 
the object remains out of sight. 

Fortunately, Silver's Undo com- 
mand lets you instantly cancel changes 
that do not work out. Sculpt's lack of an 
Undo command is a serious deficiency. 
While both programs' Resize commands 
use a requester, Sculpt is more interac- 
tive, as you can see the object while 
resizing it. 

Both programs let you move 
objects interactively, while offering 
different methods of selecting parts of 
objects for physical and/or surface 
manipulation. While Sculpt gives you a 
box-shaped Selector tool, Silver lets you 
use the keyboard to select contiguous 
sections of objects for transformation. 

To a large degree, objects' surface 
properties define die nature of the ray- 
traced image, and there are significant 
differences between the two programs in 
this respect. Sculpt gives you a relatively 
limited selection of surface appear- 
ances — dull, shiny, luminous, mirror, 
metal and glass. Silver, on the other 
hand, gives you a sometimes dizzying 
array of choices. You can set an object's 
reflectivity and transparency independ- 
ently to any of the Amiga's 4096 colors. 

Other settings for die programs 
include specularity and hardness (both 
related to shininess), as well as rough- 
ness. You can apply IFF images to 
objects, optionally wrapping them 
around. Sculpt also lets you use IFF 
images, but only as backgrounds or 
foregrounds that are not really part of the 
scene. Another surface attribute unique 
to Silver is texture, a user-defined pattern 
(e.g., checker or brick) applied uniformly 
to an object. A special type of object in 
Silver is the stencil, a two-dimensional 
object defined externally in a one- 
bitplane (black and white) IFF file— the 
image area becomes the object 

As mentioned, Sculpt allows only 
one type of transparent object — glass. 
While this simulates the surface appear- 
ance of glass very well, it does not bend 
light the way real glass does. Silver lets 
you set an index of refraction for a 
transparent object, which causes the light 
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to bend exactly as in reality. But even 
with refraction, Silver does not give you 
the highly glossy appearance of Sculpt's 
glass. 

Both programs permit a practically 
unlimited number of light sources. While 
Sculpt's light is a special type of object, 
in Silver, any object can be a light 
source. Such objects, however, remain 
point sources of light — you cannot make 
a fluorescent tube by setting a cylinder to 
be a light source. Sculpt's lights always 
diminish in intensity with distance, but 
Silver gives you an optional sun-type 
light that lights the same regardless of 
distance, which is ideal for objects 
moving toward or away from the viewer. 
Both programs only depict shadows — a 
time-consuming activity in full ray-trace 
mode. But all of Sculpt's light sources 
cast shadows, while Silver makes each 
light's shadow-casting ability optional. 
As for "global" settings regarding ground 
and sky, an infinite plane '"ground" is 
available in both cases. 

Sculpt gives you a single optional 
ground pattern, a checkerboard. Silver's 
ground is blank by default but you can 
apply textures or IFF images to it. The 
latter repeat automatically in a checker- 
board pattern. With the sky, both 
programs permit a solid sky, graduated 
between two colors, or none. However, 
Silver lets you set the degree of dithering 
in graduated sky and offers an optional 
'fog" mode that obscures the distracting 
horizon line. 

Finally, I cannot leave out Sculpt- 
Animate 4D's new font capability, a must 
for anyone creating animated three- 
dimensional titles. While libraries of 3D 
fonts are available for both programs, 
creating good-looking words in Silver 
demands a certain amount of experimen- 
tation with repositioning letters. Using 
fonts set up in the proper format for 
Sculpt requires you to enter words from 
the keyboard that are loaded from disk 
and lined up automatically as you type. 
Another of 4D's innovations useful for 
precision work is a variable 3D grid with 
snap capabilities. 

Rendering 

After creating an object, you must 
render it to view it as a three-dimen- 
sional solid. Both programs offer a 
variety of rendering modes, but Sculpt- 
Animate makes it easier to switch 
modes — it's a simple menu choice that 
can be made at any time. 



Turbo Silver, on the other hand, 
forces you to close the current file before 
setting a new resolution. Thus, to render 
a scene in a different graphics mode, you 
must: 

1. Write a cell's contents to a disk file. 

2. Close the file. 

3- Set the new graphics mode. Available 
choices are HAM/Lo-res/Hi-res, Interlace/ 
Non- interlace, Normal/Overscan, and 12- 
bit/24-bit RGB, the latter being useful 
only with special display hardware. 

4. Open a new file. 

5. Load the cell and render it. 

While Sculpt-Animate lets you 
make all these choices without unloading 
data, both programs let you choose full 
ray-trace or solid model/scanline mode 
internally. Incidentally, this latter 
compromise mode, which offers some of 
the benefits of ray tracing, including 
smooth surfaces with greatly improved 
rendering times, seems to be faster in 
Silver. Sculpt-Animate also offers paint 
and sketch modes that render objects as 
solids very quickly in lo-res or hi-res 
with no smoothing or shading. 

Sculpt-Animate generates images in 
standard IFF format, while Silver uses a 
custom 12-bit format called RGBN in all 
modes. You can, however, save a Silver 
image in IFF format by pressing the S 
key while the image is displayed with 
the Show command. Consequently, 
converting a long sequence of Silver 
images to IFF format can be a lengthy 
and tedious process. 

Of greatest importance to iloppy- 
disk users might be the fact that Sculpt- 
Animate renders in memory, while Turbo 
Silver renders to disk. The process used 
by Silver is this: 

1. The image is rendered until a small 
buffer is filled. Depending on image 
complexity, this can be anywhere from 
one to several scan lines. 

2. The image file is opened. 

3. The buffer data is written to the image 
file. 

4. Return to Step 1 until the image is 
completed. 



As you can see, there is apt to be 
quite a lot of disk activity involved in 
rendering an image in Silver. With 
complex images rendered in Solid Model 
mode, the process may be repeated 
several times per minute. When render- 
ing to a hard disk or RAM: disk, this is 
not a problem. But when rendering to a 
floppy disk, due to current limitations of 
AmigaDOS and the inherent slowness of 
the medium, the process can be pro- 
longed significantly. 

On the other hand, if you are 
working in a limited memory situation 
(i.e., 1 to 1 1/2 megabytes of RAM), 
Silver's method lets you squeeze out 
every last available byte for object data. 
Since Sculpt-Animate renders in memory 
(and requires more memory just to run), 
you must restrict object complexity more 
severely. Also, to retain a rendered image 



"The two programs 
let y on create objects 
interactively po int- 
by-point and face- 
by-face.. If your 
budget can justify it, 
I recommend you 
purchase both/' 



with Sculpt, you must be sure to save it 
to disk. 

If you are in a big hurry to see 
your picture, the programs offer mark- 
edly different compromise solutions. 
With Silver, you are always rendering at 
mil size, but you can use the Set Zone 
command to define a rectangular area of 
any size for rendering — the rest of the 
screen remains blank. 

Sculpt, on the other hand, lets you 
render the full image at a range of sizes 
from Overscan to postage stamp. Sculpt 
displays the image as it is rendered, 
while Silver makes you wait until 
rendering is finished before you can see 
it (actually, you must load the image file 
first). 

A new feature with Sculpt-Animate 
4D, now the default condition, is that 
you can delay displaying the picture until 
it is ready to be drawn completely, 
which decreases total rendering time. 
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Come See The California Goldrush! 

October 20-22, 1989 

Santa Clara Convention Center 

Santa Clara, CA 

Over 10,000 Attendees and 120 Amiga Companies Will Be There. 
STRIKE IT RICH AT AmiEXPO-CALIFORNIA ! 

Admission includes the Exhibition, Seminars, Keynotes & Amiga Artists Theatre! 
120 Amiga Exhibitors Featuring State of the Art Software and Hardware, at the lowest prices! 

Master Classes Available in Amiga Graphics, Video, Programming, Animation, Music and Publishing! 

Seating for Master Classes is limited; call for schedule and availability before registering. 

PRE-REGISTRATION DEADLINE IS OCTOBER 6, 1989 

For Hotel Reservations Call the DoubleTree Hotel at (408) 986-0700. 

Hotel reservations deadline: September 27th. 1989. 

For discounted airfares, call American Airlines at (800) 433-1790 and give them this ID: S -83536. 
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And as mentioned, Silver lets you save a 

partially rendered image, while aborting 
a rendering in Sculpt automatically 
discards the picture. 

One of the most crucial criteria for 
comparison is that of image quality, and 
there are significant differences between 
the two in this area. The single word that 
best sums up Sculpt's most attractive 
images is "glossy". Sculpt's glass and 
metal surfaces have just the right degree 
of shininess and are truly convincing — 
qualities fairly difficult to obtain in Silver. 

However, Silver is quite capable of 
producing stunning images and anima- 
tions, and it is the only choice for those 
requiring a broad range of surface 
characteristics. Of course, you (or your 
clients) are the ultimate judge of image 
quality, so you should preview a wide 
range of images produced with both 
programs before making a decision. 

Animation 

While the two programs take a 
basically similar approach to animation 

generation, there are still marked 
differences between the two. 

To create an animation, a sequence 
of still images is generated. The stills are 
then compressed and combined into a 
single animation which can be shown 
outside die program. Thus, if you are 
generating many frames, you may need a 
lot of disk space. 

Both programs have the space- 
saving option of deleting frames as they 
go, but if die generation process is 
interrupted, you must restart from 
scratch. Each program uses its own 
proprietary format for animations. This 
format is not compatible with other 
graphics programs for the Amiga. Neither 
program provides internal sound 
capability. There are, however, a number 
of programs available which, given a 
sequence of IFF still images, provide 
sound-adding capability. 

Both Silver and Sculpt allow global 
or path animation in which objects are 
assigned to follow linear paths during the 
course of the animation. Silver's paths 
are easier to use — the number of points 
used to define them bears no relation to 
the length of the animation, so you can 
set up a straight line animation of any 
length with a two-point path. Conversely, 
Sculpt's paths permit uneven motion, as 
each point on the path represents a 
subsequent animation frame and you can 
set points anywhere you like. 



Both programs allow object 
rotation during path movement. Again, 
Silver's is easier to set up, bur Sculpt's 
arrangement is more flexible. Still, Silver 
allows gradual resizing during path 
movement in any combination of the 
three dimensions. Silver also has a 
"Follow Me" command that lets you 
assign any number of objects to follow 
each other along a path with a single 
command. 

If your Silver animations have 
many frames and complex objects, you 
had better have plenty of disk space 
available because the program uses a 
separate disk file to hold all animated 
objects in each frame. So, if you have 50 
frames, each containing 60K of objects, 
you will need 3 megabytes of disk space 
just for the object data. You can set 
objects to be external, in which case they 
are saved only once, and can even be 
animated. 

Sculpt's big animation extra is 
tweening, which is very important for 
animators trying to recreate natural 
motions, such as walking. With tween- 
ing, you set the beginning and ending 
frames of a motion, such as the stride of 
a walking person, and the program 
creates all the steps in-between. The 
term tweening comes from the early days 
of film animation, where animators 
would draw frames representing only the 
peaks of the action, and assistants would 
draw all the in-between steps, or 
"tweens". Sculpt lets you combine path 
and tweening animation in the same 
scene, but not with the same objects. 

Silver offers relatively sophisticated 
animation script capabilities compared to 
Sculpt's limited ability to change only the 
timing of each frame, loop forward, or 
"Ping-Pong" mode. With Silver's movie 
script file capability (actually a primitive 
programming language), you can set up 
complex sequences from existing 
"exposed" frames, complete with 
"subroutines". 

Other Movie commands let you pause 
the animation for a set number of 
seconds, change the frame rate, insert 
black frames for transitions, and wait for 
a keypress. Since one of Silver's great 
advantages is that it's much faster at 
compressing a sequence of exposed stills 
into an animation, it is easy to experi- 
ment with the Movie commands. 



Summary 

While I have gone to great lengths 
to point out the weaknesses of both 
Sculpt-Animate and Turbo Silver, I must 
again emphasize that I am an avid user 
of both programs and recommend them 
highly to all Amiga users interested in 
three-dimensional graphics. By all 
means, try to get a demonstration of 
either or both at your local Amiga 
retailer. If they prove cooperative, show 
your support by purchasing the program 
there, even if it does cost you a few 
more bucks than mail order. 

•AC* 
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Tell Them You Saw 
Them. 



When you contact a vendor, 
tell them you saw them in the 
magazine that delivers more. 

Tell them you saw them in: 



Amazing Amiga 
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review by Michael Pahrion 

I am a professional graphic artist 
with twenty-five years experience. The 
Amiga was my first and only computer, 
and DeluxePaint my first software 
package. I chose the Amiga for its 
affordable graphics capabilities, and 
DeluxePaint because it was the only 
game in town. Three years and several 
paint programs later, I had still not 
gotten into 3D rendering. 1 had looked at 
other 3D programs, but their apparent 
complexity and lengthy rendering time 
scared me away- 
Then Mindware International 
released PageReader 3D (Page3D), and 
it was a joy to use. It is quick and has a 
well thought out user interface diat made 
it easy for me to comprehend. Page3D is 
an object oriented program which builds 
complex scenes or shapes from smaller 
objects, much like constructing a large 
building out of bricks and beams. Each 
object is built up of facets. The smallest 
objects, such as a square or triangle, 
contain only one facet. A cube is made 
up of six facets (each side is one square 
facet) and so on. 

Page3D comes on two disks, a 
main disk and an extras disk. The main 
disk is self booting and contains the 
program and a large library of over 
eighty predefined objects. Page3D is not 
copy protected and can be easily 
installed on a hard drive. The extras disk 
holds a 68020/68881 version of the 
program for those of you lucky enough 
to be driving a turbo charged Amiga. 

The rest of the space is stuffed with 
sample scripts that show off the numer- 
ous features of Page3D. These scripts are 
a great help in getting started with the 
program and much preferable to 
plodding through yet another tutorial in 
a manual. For those who want to get 
deeper into the third dimension, a pair of 
red/blue 3D glasses is included. 

Yes, Page3D will work in a true 3D 
mode! And if the old red/blue method is 
not deep enough for you, Page3D 



supports die X-specs from Haitex Re- 
sources. The tools directory includes a 
module to trigger the X-specs when 
running a 3D Anim file with ShowAnim. 
The 220-page spiral bound manual 
abounds with information and useful 
graphic examples. It could double as a 
guide to solid geometry. In the chapter 
Examples, many of the sample scripts 
contained on the extras disk are docu- 
mented and explained. Included in the 
appendixes is a description of useful 
AniigaDOS commands, a comprehensive 
summary of ED and its commands for use 
as a script editor. 



Getting Started 

Clicking on the program's icon 
causes the Workbench screen to slowly 
scroll down off the monitor before 
Page3D appears. When the program 
loads, you are presented with two 
screens, the work area, where objects are 
displayed, and a small foreground screen 
that runs across the bottom. The bottom 
screen contains the tool gadgets and a 
small CLI input window. The default 
settings start you out looking down at 
the midpoint of an X, Y and Z axis, the 
center of Page3D's world. Clicking the 
gadgets enters commands for manipulat- 



Below: 

Writing utensils with rhythm — 

"Dancing Pencils" produced with PageRenderSD 
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ing objects or your viewpoint within this 
3D environment. 

A slider to select the amount of 
movement extends under the gadgets. 
When you select a gadget, a visual 
marker on the work area shows you 
where and how far the object will move, 
The CLI window on the right echoes 
your mouse selections, both from the 
gadgets and the pull down menus, in 
Page3D's script language. 1 found this 
feature an immense help in learning how 
to use scripts. 

Visualizing what a command does 
and seeing the script version simultane- 
ously is an excellent teaching aide. The 
CO window's curser is always active, so 
you can immediately enter commands 
from the keyboard. I soon found myself 
combining mouse and keyboard input, 
forgoing the slider for inputting die 
amount of movement. Page3D allows the 
user to define four macro keys for their 
own use. 

As I learned my way around 
Page3D, sometimes I would get disori- 
ented, but the different view commands 



(object » front, side or top) made it 
possible to find my way back. Page 3D 
can be mouse or keyboard driven; or 
you can use a combination of both. You 
can also write or generate script that the 
program will read and create while you 
watch. 

Pulling up the foreground screen 
reveals a full window listing die com- 
mands you have been entering. You can 
select two other gadgets, SETUP and 
FACET, The SETUP gadget displays a 
detailed description of the current 
settings for screen resolution, page size, 
light source, observation point, type of 
movement, etc. You can configure 
Page3D to your liking and save die setup 
for future use, FACET displays a list of 
current objects in memory, the number 
of facets in each object and the object's 
position in relation to the X, Y and 2 
axis. The lower screen can be quickly 
moved up, down or flipped out of sight 
with a macro key. 



Objects 




> age3D comes with a library- of 



Spaceship (top) and 
doll (bottom) pmduced 
■with PageReader 3D 



over 80 objects, ranging from simple 
squares to many faceted spheres. It also 
includes the alphabet and a set of 
numbers. Most of these can be easily 
accessed from a pull down menu. You 
can load objects by selecting them from 
a requestor that scrolls up from the 
bottom, and you can import objects by 
entering "load filename" (with a full path 
to the file) from the keyboard. 

For ease of movement, you can 
merge complex shapes created with 
smaller objects into one large object. 
Newly loaded objects from die Page3D 
library always appear with their center at 
die intersection of die three axes. When 
saved, new objects will retain dieir 
location in relation to the center of 
Page3D's world. They will reappear in 
that position when loaded. Objects have 
their own axis, so they can be rotated 
independendy, as well as, around the 
program's X, Y and Z axes. 

Adding to Page3D's versatility is 
the Create Object feature, which lets you 
create your own 3T> objects in two 
formats, flat and cylindrical. Flat objects 
are rendered by drawing the outline as a 
series of connected, straight lines with 
the mouse and then selecting a depth for 
the third dimension, 

Cylindrical objects are drawn as a 
cross section. You outline the shape on 
one side of a vertical center line while 
the program mirrors the opposite side. 
When the cross section is finished, 
entering the number of sides gives the 
program the data needed to render the 
new object. Objects can be saved for 
future use, Using the cylindrical method, 
my son quickly produced a flying saucer 
that he was able to send spinning and 
turning through space. The best method 
I found to create new objects was to 
design my object as a silhouette In a 
paint program, import it into Page30. 
where the picture can be easily traced 
over for quick rendering. 

Colors and Resolutions 

The default color of Page3D's 
objects is blue, but objects can be 
painted any color in the Amiga's 
spectrum. Not only can you have objects 
of different colors, but individual facets 
of an object may have distinct colors. It 
would have been helpful to match colors 
if you could "pick" the color of an 
existing object using the mouse. Cur- 
rently, you must write down the color 
numbers used. If you don't keep track, 
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you can end up with a lot of near- 
matching colors and a color spread that 
is too limited for effective shading. 

While Page3D supports HAM, it 
does not support Extra Halfbrite. If you 
need to conserve memory or storage 
space, you can reduce the number of 
bitplanes. Although this decreases the 
amount of colors, the excellent dithering 
techniques provide the illusion that many 
more colors are being displayed than the 
palette can hold. Objects are scaled in 
centimeters and not by pixels, tiierefore 
changing resolutions does not effect the 
size of the objects on the screen. 

Moving On 

Objects can be moved in any 
direction (you are in 3D). They can be 
stretched, pulled and pushed into other 
shapes with the object editor. You can 
move freely around and through them. 
Movement of objects, view point and 
light source are determined in relation to 
the X, Y and Z axes. The commands 
View Front, View Side and View Top 
move you to a position looking straight 
down the X, Y or Z axes respectively. 

The tool gadgets give you a choice 
of moving an object up, down, left, right, 
away from you, towards you or parallel 
to any of the three axes. Rotate lets you 
move the object around one of die three 
axes or spin on its own axis. An object's 
rotation is related to its center point and 
the axis it is spinning around. 

The object's center point can be 
moved anywhere. By placing die center 
point outside an object, you can change 
its rotation into a swinging motion. Other 
tools let you move your observation 
point in any of the above ways or 
around the center point to the left, right, 
up or down. You can select Look to 
change your direction of observation. 
Additional object manipulation tools are 
clone, cyclic, size and mirror. Resizing 
can be done in any one direction, or 
overall. 

Page3D can utilize any (or all) of 
four different systems of movement: 
Cartesian, Spherical, Cylindrical and 
Tetrahedral. Cartesian is the program's 
default and easiest to understand. It 
moves an object along or in relation to 
the three axes. Spherical moves objects 
around the surface of a sphere. Cylindri- 
cal utilizes a cylindrical shape that is 
straight up and down on the 2 axis as a 
base. Tetrahedral follows the shape of a 
regular tetrahedron (a three-sided 
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PageRender 3D Author: 
Multifaceted Individual 

One might wonder what kind of person could construct a multifaceted 
program like FageRender3D. A multifaceted person, of course. That person is 
Michael Abrams. Michael's background finds him entrenched in both art and 
physics. In high school, he had an infinity for art — so much so that he was 
going to pursue it as a career. But then... 

He changed his mind and earned his degrees in physics. He designed 
industrial machines for twelve years while dreaming of creating the ultimate 3D 
graphics program for the computer. Not having a computer, he began by 
figuring out his calculations on a hand-held calculator, then advanced to a 
programmable calculator. By the time Michael selected the Amiga as die 
machine to program on, he had good a portion of his work figured out. Of 
course, there was the hurdle of teaching himself C before he could create his 
program. The final version of PageRender 3D was the result of over 700 pages 
of programming. 

The bulk of his program was done on his Amiga 1000 configured with 
only 512 on board and no hard drive. I first saw Michael's early version of 
PageRender 3D at one of our monthly Amiga Group meetings. For five dollars 
(die price of the disk and cost of the manual printout) he allowed members of 
the Cleveland Area Amiga Users Group to try out his program. 

Being a pioneer at hean, I thought "Why not?", and plunged into die pro- 
gram. It wasn't very user friendly in those days, but luckily I am an artist who 
had a high school infinity for physics. Michael really listened to those of us 
hearty individuals who took learning the program on as a challenge. That was 
a year and a half ago, and it is amazing how many new features Michael has 
added since then. 

Michael is one of those "what if people who never stops thinking of the 
possibilities. Those of us hungry for good software that expands our machines' 
capabilities are happy about that. 
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pyramid). When you change to a 
different system of movement, the tool 
gadgets change correspondingly. 

Animation and Scripts 

Scripts offer the best method to 
create Anim files, All the movements of 
an animation sequence can be plotted 
and written into a script "Save Script" 
will save to the destination file all the 
commands you enter with the mouse or 
from the keyboard. The commands can 
be edited later in any text editor. The 
"Save Anim" command can be included 
at the proper intervals. When your ready 
to create your animation, just select 
"Read Script" and go get a snack while 
the program renders the Anim file. 

Backgrounds can be created in a 
paint program and loaded into Page3D, 
Setting the Autoclear to off causes the 3D 
object to be drawn over the imported 
background. But if you move an object 
with Autoclear off, the old image will 
remain. You must reload the background 
to clear the screen of the previous image. 

This is no problem, as the Load 
command can be placed in the script. I 
copied my background picture to RAM 
and loaded it from there to speed things 



up and save on disk access. The palette 
used by PageRender 3D is set by the 
object files. You must first create your 
object(s) and save the screen as an IFF 
file, then load this image into the paint 
program before rendering the back- 
ground to set the palette. Another 
approach is to import the Anim file 
created with Page3D into DPaint III. 
There you can create a background on 
the spare screen and merge it in back of 
the Anim scenes, and detailing can be 
added if you so desire. 

Page3D can do simplified ray 
tracing. Surface textures cannot be 
defined nor are cast shadows plotted, but 
the increased delineating of light and 
surfaces can give spectacular results to 
the final picture. The effect is most 
noticeable in complex pictures with 
numerous small objects. The ray trace 
command can be embedded in a script 
file to produce amazing animations. Even 
this simplified ray tracing greatly 
increases the time it takes rendering a 
picture, especially in Hi-Res mode. When 
creating animation files, each frame will 
be ray traced before being added to the 
file, increasing die execution time 
significantly. 



After several months of using 
PageRender 3D, in beta versions and the 
finished product, I've still not tried all the 
numerous features available. Some of 
them, such as the Tetrahedral move- 
ments, I have not yet begun to under- 
stand. There is much more then I've 
been able to cover in this review. It is 
much faster and simpler than most other 
3D programs. However, you do sacrifice 
some of the detail that can be accom- 
plished with other programs. For my 
purposes, I prefer Page3D's speed and 
ease of use. Page3D is a excellent 
program for those interested in getting 
into 3D rendering, either stills or 
animation. 

♦AO 
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Amazing on Disk 



Source Listings and Executables from the pages of Amazing Computing! 
Only $6.00 per disk ($7.00 for Non-Subscribers) 

Please use the order form on page Clll or the tear out form. 



AC #1 V3.8 & V3.9 

Gels In MultiForth Part I & II; Using Gels in MultiFourth. 

FFP & IEEE: Math routines in Modula-2. 

CAL Computer Aided Instruction in AmigaBASIC 

Tumblin Tots: Save the falling babies a game. Written in assembler. 

Extra Goodies: Three freely redistributable programs, VGad, 

MenuEd & Bspread. 



AC #2 V4.4 

Fractals Pan I: An introduction to the basics of fractals with 

examples in AmigaBASIC, True BASIC, and C 

Shared Libraries: Using shared libraries in C. 

MultiSort: Soning and intertask communication in Modula-2. 

Double Playfield: Using dual playfields in AmigaBASIC, 

'881 Math Part I: Programming the 68881 math coprocessor chip. 

Args: Passing arguments to AmigaBASIC, 



AC #3 VoL5 & V0L6 

Digitized Sound: Playing digitized sounds using Modula-2, 
'881 Math Part II: Part II of programming 

the 68881 math coprocessor chip using a fractal sample. 
At Your Request: Using the system supplied requestors from 

AmigaBASIC, 
Insta Sound: Tapping the Amiga's sound from AmigaBASIC. 
MIDI Out: A MIDI program that you can add to. Written in C, 
Diskless Compiler: Setting up a compiler enviroment 

that doesn't need floppies. 



AC #4 V0L7&V0L8 

Fractals Part II: Part II on fractals and graphics on the Amiga 

in AmigaBASIC and True BASIC. 
Analog Joysticks: Using analog joysticks on the Amiga in C, 
C Notes: A small program to search a file for a specific string in C. 
Better String Gadgets: How to tap the power of string gadgets in C. 
On Your Alert: Using the system's alerts from AmigaBASIC. 
Batch Files: Executing batch files from AmigaBASIC. 
C Notes: The beginning of a utility program in C. 
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DeluxePaint III 
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by Ben and Jean Means 

Every computer has one program 
that exemplifies its capabilities — Lotus 1- 
2-3 on the IBM, PageMaker on the Mac, 
and DeluxePaint on the Amiga. 

What kind of people have helped 
create such an elegant user interface to 
delight the computer artist in us all? We 
wondered. So we put on our trench 
coats, strolled to the telephone and 
called our undercover informant at EA — 
Deep Ear. 

"Ya want Silva and the beta 

testers?" Ear yelped. "No way, Jose, yer 
askin ' too darn much! Call me back 
when yer sober. " I knew we had only 
moments before we'd hear his telephone 
handset crashing into its cradle. So I 
decided to call in a few old debts. 

"Ear, hold 07t a second. Wasn 7 / 
the one who told you about the backdoor 
in Arkanoid?" "Yeah, but.,.' 9 'Wasn't! 
the one who told you how to get the 
Babel fish in Hitchhikers Guide to the 
Galaxy? " He hesitated, "Sure, but. .."I 
honed in for the kill. "Ear, you wouldn't 
want me to let it slip to the Bandito 
about your black market source for Obese 
Agnus ch ips, would you? " 

"You wouldn't/" be snarled. "Try 
me, "I chuckled. There was a long pause. 
"I'll call Silva and see if he can spare you 
some time, "Ear snapped. We were in! 

Getting our man 

After graduating from Stanford with 
a masters in Mechanical Engineering, 
Silva worked for NASA Ames, Lucasfilms, 
and Xerox, where he entered the world 
of computer graphics with a black-and- 
white paint program called Doodle. 
When Silva and several others left Xerox 
in 1983 to form EA, Doodle ported its 
way onto the IBM PC, sprouted some 
new features and became Prism. When 
the Amiga arrived in 1985, Silva rewrote 
Prism to take advantage of the Amiga's 




chip set, and DeluxePaint was bom — just 
one month after the Amiga's release. 

A year later, after many nights of 
program-'til-you-drop intensity, De- 
luxePaint II arrived and created even 
more of a stir than the original. The "best 
of awards poured in again, and Silva 
took a well deserved vacation. But the 
true glory of DP was yet to come and 
might not have come at all except for 
one fateful night of casual hacking. 
Here's how it happened, 

AC: How did DeluxePaint III get its 
.stan? 

DAN: I'm naive, but I always end up 
getting myself into these things. Basically 
in one night of hacking, I created this 
page-flipping stuff, said, l oh that was 



fun,' and ended up paying the price 
for over a year since then, trying to 
make it into an actual program. 

It's the first step in putting together 
an idea I've had for a long time, 
which is simply that paint and 
animation can be viewed as two sides 
of the same tiling. The same tools 
you use for paint can be used for 
animation, and vice versa. Paint is 
just animation where you don't erase, 
where you just paint on the same 
frame. I'd like to do more in that 
direction. This was just a first step in 
a quick experiment, which turned out 
to be a litde more than I bargained 
for. 

But I was feeling I had to cham- 
pion the Amiga a litde bit. We went 
through this incredible Amiga period 
at EA wiiere it was just all we were 
doing, and then, frankly, we felt 
Commodore didn't carry die ball as 
well as we would have liked. The 
company shifted over toward the IBM 
and overreacted somewhat. I felt like. 
'Hey! the Amiga is still a viable 
machine', and I wanted to keep support- 
ing it. Since then we Ye shifted back 
towards the Amiga, 

AC: Do you have a fine arts or graphics 
background? 

DAN: No, but my Mechanical Engineer- 
ing background from Stanford was 
definitely valuable training. The courses 
in M-E design gave me a way of thinking 
about programs as products that a lot of 
programmers don't have. When you 
think about a computer program as a 
complete product, it's different than just 
thinking of what features you can 
program. Every programmer should 
study product design if they plan to sell 
their programs, I also have a pretty 
strong background in math. Many 
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programmers don't understand the 
underlying mathematics, and that's too 
bad, especially in graphics programming 
where it's very important. 

What got me started in computer 
graphics is that I really like painting 
pictures on the computer, and what I'm 
trying to do is make that process happen 
for myself. I was influenced by things I 
had seen on higher end graphic systems, 
but overall I just sat up nights to paint 
and implemented fearures so I could 
finish that painting. If something was too 
hard to do by hand, I would put in a 
feature to make it possible. 

AC: Did you borrow any user interface 
tips from other programs? 

DAN: Oh yeah, I'm always stealing any 
ideas I can. One of my rules is never be 
too proud to learn from someone else. 
Even a program that is basically crummy 
usually has some good ideas in it. 

DeluxePaint III also had some real 
active beta testers, especially Jeff Bruette 
and Kara Blohm, whom gave me a lot of 
feedback about what they needed in 
order to do actual video production 
work. The beta testers were very 
important on this program because the 
animations take so much time to work 
with that I just didn't have time to be an 
artist testing it out and the programmer 
too. 

AC: Did any features come from 
incessant whining from beta testers 
desperate to have a particular feature? 

DAN: Yes, a lot of those came from Jeff 
Bmette (Laughs). He could probably tell 
you some of those. The font requester 
was from incessant whining, not just 
from Jeff, but from everyone. However, 
he was one of the main ones, because 
he has lots of fonts on his hard disk and 
wanted a better way of using them. And 
Kara made sure I got color fonts to work 
right, which I think is really good 
because it's a very powerful addition. 
People love to make titles to things, and 
Karas color fonts just look great. 



AC: How did the idea of the anim 
brushes come about? 

DAN: That was motivated by the feeling 
tiiat animation is hard and the average 
person Isn't an animator, so it would be 
nice to provide an animation library of 
clip animation art for people to use. So 
the next question was okay, how do you 
create static clip art? With brushes, so the 
next step is to have an animated brush. 
Hopefully, that's going to enable a lot 
more people to create animations who 
don't feel like they can hand draw 
animations, but they can assemble 
elements together and move them 
around in 3 dimensions to create 
interesting tilings. 

AC: For those 3D moves, you created 
the Move Requester. Who gave you 
feedback? 

DAN: That was working with Jeff and 
Kara. I think you could do a lot fancier 
moves, but this was an attempt at 
making the program simple to use. 
Animation can be pretty confusing to get 
into, but what saves it is the preview 
function. At least it saves me because I 
can always preview something in 
wireframe to see if I've got it backwards 
before rendering. 

AC: How did the move requester 
evolve? 

DAN: As soon as I got page flipping 
going, one of the first things I tried to do 
was to move an object through perspec- 
tive by hand. The perspective controls 
that already existed in DP lent them- 
selves fairly naturally to doing that. I'd 
slide something along the ground and 
animate it, and it looked pretty neat, but 
it was a definite candidate for automation 
right away because it was pretty pains- 
taking to do it one frame at a time. So 
that is how Move evolved. 

AC: The direct overscan painting is a 
very useful new feaaire for video work. 
Was that a high priority on this version? 

DAN: Oh yes, I put in overscan not long 
after DP 2 shipped. I'd been wanting to 
do it, but it was a matter of figuring out 
how to trick Intuition into letting me 
have a full overscan screen. I finally got 
the inside story on how to do that. It's 
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not that hard to do, but it's hard to find 
out how to do. You just type in a few 
lines of code, but you can never figure it 
out by yourself. By talking with the 
people at Commodore, I've been able to 
do it in a way which was cheating, but 
wouldn't become a bug later with later 
releases of the Workbench. That was the 
tricky part! 

AC: Did supporting extra-halfbrite cause 
any special problems? 

DAN: {There were) no real problems. I 
had to go through a lot of the code and 
touch it up so it would work with the 64 
colors. But it was pretty simple, which 
was why I put it in. I think it's a pretty 
useful feature and it wasn't that hard, 
unlike HAM, which a lot of people asked 
for, but (which) would be really hard to 
put it in the way my model works. Not 
that HAM isn't useful; it's just too hard! 
So I stuck with halfbrite. 

AC: You've got two more cycle registers 
now, for a total of 6. What die heck does 
anyone need 6 color cycles for? 

DAN: The reason is not so much for 
cycling colors, but for creating color 
shade ranges. I found that with halfbrite; 
I often wanted more. As a matter of fact, 
the default palette that you get when you 
boot up the halfbrite 64 color mode is set 
up so there's a whole lot of cycles. If you 
put together a range of three of the 
regular colors in halfbrite, you get a 6- 
color range. So it was mainly for shading 
that I put them in, not for color cycling. 

AC: With that many color cycles going, 
you could probably crash the machine 
pretty easily. 

DAN: In this version, I coded the color 
cycling code that runs on the verticle 
blank interrupt in assembly language, 
and it's much faster. So I think you can 
run all the cycles full speed and it still 
leaves enough machine going for the 
mouse to move around. (Note: We tried 
it. It does!) 

AC: You've gone to 2 1/2 dimension 
right now. Did you consider going to a 
full 3-dimensional object-oriented 
approach? 
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least a limited set of 3D objects where, 
instead of seeing just a flat brush, you 
could see a cube with sides painted to 
the brush. That's one of the tilings on my 
list — cubes, cylinders and things like that. 
I think that would be fun. Because 
essentially, I do have a real 3D model; I 
could move the brush around in 3D and 
easily extend that to include other 
objects. 

AC: It would be great to have dodeca- 
hedrons, tetrahedrons and icosohedrons 
flipping around the screens with little 
pictures on each facet. I'd go nuts with it 
anyway! So what is your favorite DP3 
feature? 

DAN: I'm happy about the way the 
paint tools that were already there just 
happened to work out to be fun to use 
with animation. It's more the interaction 
that excites me — the combinations of 
features that interact in different ways 
too numerous to understand immedi- 
ately. It leaves tiiis sort of open-ended- 
ness to it. For instance, using wrap fill 
with animation you can get the effect of 
balls with paintings on the surface 
rotating in space. We were just playing 
with that the other day, and that was 
something I hadn't realized before. I 
really don't think in terms of it as a 
single feature. It's more the interaction of 
the features that I'm pleased with. 

AC: Was it scary removing the copy 
protection? 

DAN: Yes! Some pirated versions of DP3 
got out early on bulletin boards. They 
weren't really DP3, they were some 
version that was probably 2.8. Something 
that the pirates had renumbered as 3-0. 
However, sales seem to be real strong, 
and it could be that that actually helped 
us because it served as advertising. 
DeluxePaint III sales are mostly up- 
grades, but it's been way beyond 
predictions. It's basically flying out die 
door. 



cos 



HOLLYWOOD'S 



T t 



II 



HOLLY 

m 



DAN: Yes, I've thought of putting in at AC: If they talk you into doing DF4, 
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Christmas Pics tm 

Suggested Retail $34.95 



These image-packed 
screens are in 16- and 32- 
color IFF format for use with 
paint packages such as 
Deluxe Paint II on an Amiga 
500, 1000 or 2000. 



Bird Pics 1 

Suggested Retail 
$29.95 



All packages require AmigaDos V1 .2 or V1 .3, a minimum 
of 512K of memory and a paint package. 
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Deluxe Paint II is a trademark of 
Electronic Arts; Amiga and Amiga- 
Dos are trademarks of Commodore 
Amiga. 



what kind of features would you like to see in it? 

DAN: I've got tliis file full of features. A lot of them are kind 
of boring, like the ability to convert anims between different 
formats. I'd like to have multipoint interpolations, so that you 
could get curved trajectories. It would be nice to support all 
the brush transformations for anim brushes instead of just die 
ones that don't change the size of die anim brush. There's a 
lot of work here, but it's mostly just fleshing out the current 
model and filling in the gaps. The main limitation on De- 
luxePaint has been the lack of memory; suddenly, a 2-meg 
machine seems small. With more memory- on the machine, I 
can go crazy, so in a way I'm waiting to see how the Amiga 
evolves. 

AC: What's next? 

DAN: I don't know. I'm going to let DP on the Amiga sit for 
a while. One of my fantasies is to integrate animation and 
music in a program that will sync actions and points in the 
music in a very easy way. That may be too ambitious, but it's 
one possibility. 

Usually programmers are kept isolated from the beta 
testers, but Dan Silva wanted to try somediing different with 
DeluxePaint III. Instead of existing in a vacuum tied only to 
die real world by the occasional bug reports, Dan Silva 
wanted to create "a broad bandwidth of minds," working 
together on the program design. 

Everyone wanted to be a beta tester, but very few were 
chosen to work in this close relationship with the legendary 
Dan Silva, Their influence on the design of DeluxePaint III 
was profound. Here is their story: 

Tfje Houses DPaint 3 Built 

Jeff Bruette stuck bis foot firmly in Hotly wood's door with 
his own startup Amiga graphics house in 1987. Since then, 
Prism Computer Graphics has launched Amiga graphics on the 
national TV shows Max Headroom, Secrvts and Mysteries; in 
feature movies like Bulletproof and Disorderlies; and for 
prestigious industrial clients tike CocaCola, Campbell's Soup 
and Hills Brother's Coffee. Bruette brought Silva his typical 
day-to-day problems, which include delivering graphics 
yesterday, competing head-to-head against vicious competitors 
and producing the ultimate impossible effect. 

An independent graphics house faces stiff odds in LA, 
and Jeff Bruette has relied on DeluxePaint HI for almost every 
one of his projects since last February. He says, If it hadn ! t 
been for DP5, 1 don't know where my business would be light 
now. DPS has made that big a difference!" 

AC: Which features in particular have bailed you out? 

JEFF: Move in conjunction with the animation was invalu- 
able. My competition had to use Video FX 3D to simulate 
what I was doing, which would cut them down to 16 colors. 
Or they could hand move the animation in DeluxePaint II, 
which wasn't as smooth. Or (they could) do Videoscape 
animation which is very time-consuming. My clients would 
come in and ask for a graphic of their logo flying in from 
infinity. 
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Other Amiga graphics houses take three or four days 
to enter the logo and hand-draw in all the frames. Instead, I 
could scan their logo in with a Sharp scanner, pick it up as 
an anim brush, and use the move requester to fly it off into 
the distance. 

The whole process took 10 minutes, so I could play it 
back for the client right then and there. It was a real selling 
feature, particularly when a lot of my clients were Amiga 
users. Simply because I had the beta version, they had to 
use me. There was no where else to go. 

The other feature that has made the big difference for 
me is halfbrite. I actually don't use it much for painting. Its 
real value for me is converting pictures. I'll scan something 
in with my Sharp scanner with its 24 bitplanes, which then 
gets converted to HAM mode. When you convert HAM 
images down to 32 colors with no halfbrite, they're just torn 
apart, so I use the Digi-View software to conven the 
scanner's HAM image to halfbrite. Now the image has 32 
colors plus the 32 halfbrites and the dithering capabilities of 
Digi-View. It gives me a real beautiful picture! If you put the 
HAM picture side by side to the halfbrite 320 x 400 picture, 
you almost can't tell the difference. 

AC: You've achieved some very professional results. What 
can the average home user do with a tool like DPaint HI? 

JEFF: We're putting together a DP3 how-to video with Elec- 
tronic Arts. It will cover all the new features like animation, 
extra halfbrite, wrap brush and tint fill modes, the fill 
freehand, the outline shapes, and the new font requester. 
Our aim is to show people how to combine these features to 
create actual graphics, because a lot of these things are inter- 
esting standing on their own, but combining them gives 
inspiration to new ideas. We're covering how to do special 
effects like starfields, streaming stars, flying tides with 
shadows, and scrolling text for end credits on a video. With 
those combinations of effects, the average user can easily 
create a very hi-tech look— like Star Trek in miniature. 

Pen and pencil were Kara Btohm s fools of the trade for 
15 years, and she wielded them artfully for top LA graphics 
houses like Saul Bass and for the 23rd Olympiad, but the 
power of the Amiga mouse launched Kara into her own 
computer graphics house. Kara now earns her living creating 
Amiga graphics for Hollywood video product ion houses and 
selling Karafonts, two of which are included with De- 
luxePaint EL 

Hollywood has a stringent eye for quality, so Kara 
works mainly in hi-res and her input encouraged Dan Silva 
to make DP3 capable of effects to please the most demanding 
clients, 

AC: What do the Hollywood post-production houses think 
of your DeluxePaint III graphics? 

KARA: I surprised one of the editors who was helping me 

transfer my graphics to Betacam in a video bay. She wanted 
to know what graphics computer I used, and when I told 
her it was an Amiga, she exclaimed, "That looks as good as 
our Quantel Paintbox!" The Amiga is wonderful that way. 



DPAINT III 

( PLUS MOVIESETTER USERS ) 

ANIMATED FONTS 

Bring your screens to life with 
3D FONT -A full rotation 3D font 

For effects that will knock their socks off I! 
DISSOLVE FQNT -Yes it does ! 

Dissolve on or off screen - Rotate, Shrink, etc. 

POUR FONT-Pour in place WOW 

Animated paint can pours the font on screen I 
COMIC FONT -See to believe ! 

Animated characters that bring your title to fife 
OVER 270 A NIMATED BRUSHES 
Thousands of screens that bring out your best 
ONLY $ 39.95 Be]iy ef.edto.y.Qur_doQrJ 

Cbeckjir JvLajbu fc^W^YWk 

Two Disk P.O. Box 801 

SET. PROSSER, WA 99350 

WA RES ADD $3.1 2 TX 

aOMlNaSQQN-PREHISTORlC AND SCI - Fl 

products named are trademarks of there respective oo. j 



Circle 150 on Reader Service card. 

You can really simulate the high-end systems. 

A lot of the DeluxePaint tools, like stencils and gradient 
fills, are similar to the Paintbox. On the Amiga, I don't get die 
same resolution or the millions of colors, but son of a gun, 
with DP3 I sure have a lot of the same tools! 

AC: Has DP3 affected your graphic design style? 

KARA: You could do animations before with a page-flipping 
program, but that's such a slow process. Now you can see how 
it's going to work right off the bat, DP3 makes life so much 
easier, I did an effect for a low-budget horror film called 
"Hollywood's New Blood" that had blood dripping down die 
screen to form the letters, I couldn't have done it without DP3. 
It would have taken too long. 

My aim is to simulate broadcast TV effects on the Amiga, 
effects like little trails and glints going across logos. At first Dan 
just had the expanded page-flipping mode which didn't let me 
do fast enough glints across the letters in hi-res, but sure 
enough he got the compressed animation mode running, and it 
opened whole new worlds of what we can do with DP3 for 
higher level industrial graphics. Now I can do star glints and 
little highlights across letters which simulate broadcast TV a lot 
more. 

AC: Since you work in hires, what do you think about the 
new fatter Agnus CHIP with 1 meg of CfflP RAM? 
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KARA: The fatter Agnus will give me the power to work with 
16 colors in hi-res overscan and to grab big brushes like a 
whole logo. Right now, 1 can only have 8 colors in hi-res 
overscan, and I often don't have enough CHIP RAM left to grab 
a whole logo as a brush. When I get a fatter Agnus, it will 
really open up some doors. And wouldn't you know it, Jeff 
Bruette was one of the first people to get one. He taunts me 
with it. Everything you can think of he's got on his machine: 9 
megs, fatter Agnus, Sharp scanner, everything, (Sigh) 

AC: How often did you talk to Dan while you were be- 
tatesting? 

KARA: Probably 4 or 5 times a week. I ran up three or four 
hundred dollars in telephone bills while testing DP3. I didn't 
mind though. It was such a joy to have it in my hands and be 
able to do a lot more of the effects I wanted to do. 

AC: Did you have a lot of interaction with the other beta 
testers? 

KARA: Yes, Jeff and I would call each other a lot. "Did you get 
it? Did you see this new thing? Oh yeah! Wow!" We had a good 
interaction that was very valuable. When Dan came down here 
to meet with all the LA beta testers. We put on this IBM 
program and showed Dan the airbrush, so he revised die 
airbrush to be center weighted, just like a real airbrush. 

Later Jeff and I were talking, and he said, "Wouldn't it be 
nice if the airbrush worked with all of the tools?" And I said, 



'Yeah, I know it would be wonderful.' I felt like we were ma- 
nipulating Dan because Jeff and I would both give him the 
same input (Laughs). But we just wanted to impress him with 
how important this was. Jeff would tell Dan about it ; and I'd 
call Dan and say "Oh Dan, wouldn't it be nice to have ail 
airbrush that works with all these tools?" He didn't think it 
would be possible, but sure enough he figured out how to do 
it. 

He was just amazing that way. He would say. "I don't 
know; it might take a lot of rewriting, but I'll put it on my list." 
And my heart would drop, and I'd say, *Ahh...okay/ Then he'd 
turn around and do it! It was wonderful. He's fabulous; he's a 
joy to work with. He's such a nice guy. 

With the input of his klttepid beta testers, Dan Silva has 
opened new vistas for Amiga artists and animators. Next 
month, we'll give you another peek behind the scenes at how 
the animation demos that come with DeluxePaint III were 
created by the nationally televised Cris Palomino, Mr. Suave- 
Kevin Sullivan, and Amazing ex-Disney animator Heidi 
Turnipseed. 

•AC* 
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Amazing Reviews 



Scene Generator 



Freely Redistributable Graphics Enhancement 



review by K Shamms Moriier, PhD. 

I know, it's out of the ordinary to review a freely redistrib- 
utable disk. After all, if it were truly a commercially viable 
product, wouldn't the author take the steps necessary to market 
it and make a bundle of money? Well, Scene Generator, a soon- 
to-be-released freely redistributable program, will leave you 
breathless. But first, a word about freely redistributable prod- 
ucts. 

Freely redistributable usually means free to the user. The 
user can also copy (distribute) die original for others. The 
author of Scene Generator, Brett Casebolt, actually makes a 
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plea that this be done with Scene Generator. Freely redistrib- 
utable is not shareware, where the author asks for a minute 
contribution, it is freeware. But I'm going to bet my booty that 
Version 1.1 will be marketed for sale. 

Alter using this wonderful graphics tool for about seven 
hours. I called Brett and chastised him for not marketing the 
product right away. His response humbled me. He said he was 
so thankful for the volumes of shareware he has had the good 
fortune to use, he simply wanted to pay back the community. 
How's that for cold, hard, American business sense? 

As it now stands, the disk could easily fetch $30,00 in the 
competitive .Amiga graphics marketplace, and it really has no 
competitors. Right now, it addresses only lo-res without 
overscan. However, plans are already in the works to upgrade 
Scene Generator to other resolutions, and to include overscan as 
well as other features I'll mention later. Before I get into the 
nitty-gritty, though, allow me to give you a brief bio of Mr. 
Casebolt. 

It's always nice to know a little about the history of these 
backyard geniuses. I guess we almost crave it, keeping in mind 
the sacred garages of the "two Steves" (Wozniak and Jobs, the 
Apple Wonderkinds). Brett is a thirty-one year-old systems 
programmer who works for Systems Integrators in California. A 
Sierra backpacker in his spare time, his job for the last four and 
a half yeans has focused on writing and maintaining assembly 
code for the M68000 (also the Amiga's central processor chip). 

He has had his Amiga since 1983. His favorite Amiga work 
involves taking CPU-intensive algorithms and translating them to 
assembly code. It is this "hobby" that shows up so beautifully in 
his Scene Generator, with rendering time being reduced to a 
bare minimum. He originally sent the program to Fred Fish in 
January of 1988, and later had it published in JumpDisk <a well 
respected Amiga disk magazine). When he does take Scene 
Generator to market, he will join the honored ranks of other 
developers who have followed this same path from freely 
distributable to marketable product. 

As an Amiga anist, I find this program essential for some 
of my recent work (exemplified by the electronic paintings that 
accompany this article). With Scene Generator. Brett has set yet 
another new directional path that others will surely expand and 
comment upon. Brett originally got the idea from another freely 
redistributable program which generates wire frames of fractal 
landscapes. These types of programs have received considerable 
press over the last few years, largely as a result of the related 
work being done by such notables as Lucas Films, 

By following the mathematical input of the artist, these 
programs are able to generate very belie veable and natural 
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scenes. Impulse Inc. in Minneapolis makes a 3D scene generator 
for their Turbo Silver package called Terrain, but the feel and 
use of it is very different from Mr. Casebolt's gem. For one 
thing, Brett's Scene Generator is very randomized, so you 
cannot really tell what you are going to get until you actually 
see it. It works so fast, though, you will actually enjoy the 
mystery. The Impulse program is meant for an entirely different 
purpose 0D ;inimation), and it can take hours to render a 
design. The Terrain program, to be honest, also offers many 
other parameters (texture mapping, reflectance/refractance, 
etc.), so the two are not really comparable. 

As it now stands, Scene Generator has a full Intuition 
interface, and you can multitask with Workbench or anything 
else you have the memory to run. Also, because this program 
will not remain in the "free" category for long, working with it 
now gives the user/artist community a chance to provide Mr, 
Casebolt with some feedback before a righteous version hits the 
streets. 

There are five easy-to-understand pull-down menus, 
including the Height Menu and the Project Menu. The Height 
Menu has six options: 800, 1000, 2000, 4000, 8000 and Other, 
which allows you to set the height of your mountains from 100 
to 9999. (It is best, in my experience, to stay between about 500 
and 8000, but let your experimentation guide you.) You can 
light your scenes from over your right or left shoulder, from the 
front with no shadows, from directly overhead, or via backlight- 
ing. You can view the finished work from low, normal, or high 
vantage points. Also, you can add a dark blue pool of water at 
low, medium, and high levels. 

The scene generation is turned on in The Project Menu, 
The Title can be hidden, the scene redrawn with new options, 
and the process can be stopped midstream (in case your 
favorite lines ;ire being randomized out). The finished work can 
be saved on > our chosen path. I have saved about sixty scenes 
so far, with twenty to a disk. 

Brett hopes to add overscan and other resolutions in the 
near future (I'm sure your rapid response would encourage 
this). He has also been researching SIGGRAPH publications to 
add textured water surfaces, clouds, and trees. Plans are also 
underway to add a batch mode of operation, making it possible 



to enter parameters from the CLI, so you can generate multiple 
scenes and save them to disk for 2D-animation purposes. 

Wish list 

Naturally, I have my own fantasies. For one, I'd like to see 
an option that would utilize accelerator boards (68020/68881). 
Amigans are all speed junkies. Even in non-overscan lo-res t an 
entire scene takes about two plus minutes to render. 

A future version might also compute the snow lines of 
certain altitudes. There should be a setting, perhaps a slider, that 
allows for various rough (the Rockies) and smooth (the Appala- 
chians) renderings, perhaps by nothing more than a dithered 
effect. For those of us requiring fuchsia backdrops for some 
interplanetary scene, a color palette choice would be nice. 
Lasdy, I've got an idea for his next product. It's called Caves. It 
would allow users to render muitifaceted stalactited, stalagmited 
interiors. The artist never stops wanting morel 

And speaking of art, the main reason I wanted to share 
this discovery with you was to show you some of the results 
I've been able to obtain. The paintings shown here were 
rendered with Scene Generator as a background tool, and 
combined in a FhotonPaint (Microlllusions) environment. In 
PhotonPaint, I worked in the Video-Res mode in full overscan, 
meaning all the Scene Generations had to be manipulated in 
some fashion to fill out the space. Usually I just enlarged them 
as a brush, but sometimes I employed other choices. I am 
currendy at work on a whole series of paintings of this type, 
and would be willing to discuss my other techniques with 
anyone interested. Meanwhile, get a hold of Casebolt's Scene 
Generator, and happy creativity! 

•AC- 
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Fractal 
Presentation 



by David Hiestand 

The comforting silence was 
shattered by the sudden query of my 
wife, Jo. 

"Axe you ever going to do anything 
useful with that thing?" 

My hands froze in the standard 
home position for Amiga users (one 
hand clutching the keyboard, the other 
clenching the mouse) while I mulled 
over the word "useful." I rolled it around 
my tongue, savoring it. "Useful." I 
muttered, "ummm ... yessss." I turned 
toward Jo, who was trying unsuccessfully 
to suppress a smile, and brightly 
remarked, "What a novel idea!" 

Relative terms 

"Useful" is a relative term. Appar- 
endy, Jo and I had different perceptions 
about the usefulness of the "thing." I, 
had never questioned it. The Amiga is 
the principal instrument in my quest for 
a knowledge of fractals, which have 
been my obsession for the last eighteen 
months — or maybe more (ask my wife). 
But her question triggered memories of 
when I was chairman of the Boeing 
Commodore SIG (Special Interest 
Group), attempting to cajole, coerce, or 
blackmail (whichever worked) members 

One of many fractal images presented 




into demonstrating to the group the 
many uses for their computers. 

These memories, coupled with my 
wife's query, induced me to volunteer (a 
word seldom heard by SIG leaders) to 
speak at one of the SIG meetings and 
present a slide-show-like demonstration 
using the club's Amiga 500, By present- 
ing dramatic pictures of fractal genera- 
tions, I would be able to inform the 
members about fractals and their uses. 
Naturally, Jo would be able to sit in on 
the meeting and judge for herself the 
"usefulness" of my speech, 

I totally underestimated the impact 
of the talk. What began as a SIG "show 
and tell" evolved — via numerous 
speaking engagements around Seattle — 
into a full-blown presentation, resulting 
in an invitation to address the Annual 
Northwest Math Teachers' Conference at 
die Seattle Center in September. I do not 
doubt that the relatively hot subject of 
fractals had something to do with this. 
However, much of my presentation's 
success must be credited to die Amiga 
and its software. 

Carrying on the theme of "useful- 
ness," the rest of Uiis article will review 
the development of my presentation. 

You may be surprised at 
what can be accom- 
plished with a modest 
array of software and 
hardware. 

Having made the 
decision to do the 
original talk for the SIG, 
I checked my resources. 
(Arguably, the order of 
these two activities 
could have been 
reversed.) In a word, 
they were unimpressive. 
My hardware consisted 
ofa512K Amiga 1000 
with a color monitor 
and an external floppy 



drive. I had DPaint II, some public 
domain and shareware software that 
generated fractal graphics, several of my 
own compiled BASIC programs that 
created intricate geometric fractals, and 
stacks of magazine articles and books 
explaining fractals and displaying their 
intriguing patterns. A copy of AEGIS 
VideoTitler (borrowed from a friendly 
SIG member) rounded out my inventory. 
Perhaps my greatest deficiency was 
a total lack of personal experience in 
creating a video presentation. I did have 
some experience making viewchart 
presentations to managers, but these 
consisted mainly of three or four 
viewcharts of text, which could usually 
be reduced to: "We are over budget and 
behind schedule." These would be 
followed by three or four more charts 
saying something about why the 
problem existed (e.g., "The idiots on the 
proposal team didn't allow for enough 
money or time/'). The last two to three 
charts recommended the problem's 
"solution," which was usually a glossed- 
over version of "Give us more money 
and time." 

Picture acquisition 

Early in the project I realized that 
there was no way to create new pro- 
grams for all the fractals I wanted to 
show. So, without compunction, I made 
liberal use of public domain and 
shareware programs such as MandFXP 
V3.0 and FRACTGEN on Fred Fish 188- 
Th ese programs not only had "save" 
features for user-generated fractals, but 
an IFF treasure chest of gems already 
generated. My compiled BASIC programs 
had no such "save" features, so I relied 
on the screen-dump program provided 
on the Workbench to move screens to 
disk. 

I made another important realiza- 
tion during this period of "picture 
acquisition." I was connected to a 
previously overlooked, but very power- 
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ful, resource: the Amiga community, 
whose presence was felt in the form of 
pertinent public domain and shareware 
programs and helpful SIG members. For 
the fractals for which no programs 
existed, I petitioned one SIG member 
who generously donated his time and 
equipment to help with digitized pictures 
from magazines and books. 

Limited RAM concerns 

A half meg of RAM isn't much for 
processing images. In order to conserve 
memory for both DPaint and AEGIS, I 
closed all windows (saving 6 to 12 
Kbytes) before loading the program. If 
the icon of the program is dragged out of 
the window, die window can be 
eliminated by clicking on the close 
gadget. The icon remains and can be 
double-clicked to load die 
program. Also, I scratched my 
digital clock (another 10K) and 
my virus checker (about 7K). In 
general, I deleted any extraneous 
background tasks to squeeze out 
all the extra bytes of RAM I could. 

AEGIS Video Titter 

The picrures I collected rep- 
resented a variety of different 
kinds of fractals. As a result, I 
needed titles :o explain and 
separate them. AEGIS VideoTirier, 
which is made up of AEGIS 
VideoTitler and AEGIS VideoSEG, 
performed this function admira- 
bly. Both component programs 
are excellent examples of useful, 
user-friendly video tools. 

AEGIS VideoTitler is replete 
with delightful features to aid in the 
creation of titles. A parade of fonts 
(diamond, ruby } topaz, garnet, sapphire, 
opal, brick, and others) in various 
pitches can be combined with a number 
of styles (italic, bold, underline, camou- 
flage, emboss, 3D block, neon, outline, 
and others) to yield an almost endless 
selection of graphics lettering. When 
these selections are coupled widi a 
separate color palette for background, 
pen, cap, and shadow, almost any con- 
ceivable lettering effect can be achieved. 

As if this were not enough, AEGIS 
provides a separate set of four fonts 
called "polyfonts," which constitute a 
whole new approach to graphics 
lettering. Of course, you can import any 
IFF file of your choice — for example, one 
from DPaint — and apply any of the 
poly fonts to title it. Or you can stay 



completely within the video — as I often 
did — and generate colorful 3D titles with 
subdued backgrounds that seem 
suspended in space. 

With limited RAM (51 2K) some 
features of VideoTitler, like "undo' 1 and 
"background", are lost. AEGIS seems to 
have designed the program so diat, as 
RAM increases, features are added. But 
even with 51 2K, a core of the most 
useful functions remain. It was a bit 
disconcerting when I first loaded 
VideoTitler. Immediately, a requester 
appeared with the warning, "ATTEN- 
TION!!! NOT ENOUGH ROOM FOR undo 
buffer. Undo buffer will be deleted." 
Two buttons were provided to choose 
from. The left button said "OK" and the 
right button said "OK." "Let's see," I 
mused, "if I click the left one, I lose. On 




the other hand, a right-button click 
will. .." All I could picture was an AEGIS 
programmer sitting in a dimly lit room, 
the glow from the monitor reflecting off 
his face as he chortled demonically while 
programming this requester. I threw 
caution to the wind and clicked on the 
left "OK". 

Next, I pulled down the text menu 
and selected Polyfonts. I then loaded the 
"Swan' polyfont and selected Entry. A 
small rectangle appeared near the top of 
the screen. I typed the word "FRAC- 
TALS." As I entered the letters, the 
rectangle stretched to accommodate 
them. Working the cursor to the center 
of the rectangle, I pressed the left mouse 
button and dragged the rectangle — letters 
and all — to the middle of the screen. So 
far, so good. 

Next I moved the cursor to the 



midpoint of the top line of the rectangle, 
clicked the left mouse button, and 
dragged the line toward the top of the 
screen. Surprise! The bottom line of the 
rectangle remained fixed while the 
rectangle's sides stretched to follow the 
top line. Even more interesting was the 
fact that the letters, affixed to the top and 
bottom lines, stretched to follow this 
action. Dragging the bottom line toward 
the bottom of die screen produced a 
very elongated ''FRACTALS." 

Continuing this manner, I moved 
the cursor to the midpoint of the right 
and left sides of the rectangle, pulling 
"FRACTALS" to the respective edges of 
the screen, Voild! I had created a tide 
whose letters occupied almost the entire 
screen. 

As an experiment I moved the 
cursor to the upper right-hand 
corner of the rectangle and 
dragged toward the right side of 
the screen. The rectangle 
skewed to a kite-shaped figure 
(parallelogram), the letters 
dutifully mimicking this behav- 
ior. I now had italic-like letters. 
While experimenting on a 
different title, I learned that if 
you click and drag the top line 
of the rectangle downward, 
passing through the bottom line 
and continuing, the letters 
formed will appear with a 
reflection effect. The same is 
true if you pull eidier the right 
or left side of die rectangle 
through its opposite side. 
Clicking the right mouse button 
fixes the word on the screen, 
makes the rectangle vanish, and allows 
the selection of a new font. It's interest- 
ing to note mat each block (word, 
phrase, or sentence) created this way is 
treated as a separate object, meaning that 
one block can be laid over another. If 
desired, the two blocks can later be 
separated easily by clicking anywhere 
within one block and dragging it away 
from the other — like shifting and 
shuffling graphic overlay transparencies. 

I really enjoyed working with 
polyfonts. Depending on how busy my 
graphics were, I was able to load three 
to four fonts before VideoTitler started 
screaming, "Memory dangerously low!" 

AEGISVideoSEG 

At this point, I had pictures, titles, 
and explanation "slides." (In general, 
titling was done in AEGIS VideoTitler, 
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but my explanations usually involved 
figure drawings as well. These were 
done with DPaint, which had the tools 
for this purpose.) Somehow, aU my 
individual slides had to be put together 
into a coherent whole. Here is where 
AEGIS VideoSEG shines. VideoSEG 
allows you to build a script file that 
defines not only the order in which the 
slides are to be shown, but also how 
each is to be '"wiped 11 from the screen to 
make way for the next. 

The process of building a script is 
relatively straightforward; the program is 
totally menu-driven. Click on the EDIT 
selection and then point to a filename 
listed in the displayed directory. Point 
again to any of the variety of wipes 
available (dissolve, fade, flip, dribble, 
random, burst, checkerboard, zigzag, 
spiral, etc.). This information is trans- 
ferred to a numbered record (called a 
"frame") appearing in a list in the script 
editor. Continuing in this manner a script 
file is created, each frame containing the 
filename and the wipe, A time delay in 
seconds can also be entered into the 
frame. This would be used if you chose 
autoloop while laying the script. 

The editor also provides for the 
deletion or insertion of a record into the 
script list. When the script is finished it 
can be played using a menu selection for 
either manual or autoloop. I used the 
manual setting, since it allows the mouse 
buttons to control the direction in which 
the script is placed — left for forward and 
right for reverse. 

The giant "FRACTALS" title I built 
with polyfonts is the lead-in title for my 
talk. It is preceded by a blank (black) 
screen so that the "dissolve" wipe is 
more effective. With a striking sparkle 
effect, "FRACTALS" forms slowly from a 
black background. As they emerge, the 
letters scintillate randomly — like sunlight 
shimmering on waves — before eventually 
setding into a neon-blue color. The effect 
is enhanced if the room lights are off and 
the letters are projected onto a large 
movie screen. On several occasions I 
have heard "oohs" and "aahs" coming 
from my audiences. 

Squeezing disk bytes 

AEGIS VideoSEG will handle lo- 
res, video-res, medium-res, hi-res, 
interlace, and halfbrite (as well as 
cycling). Much to my dismay, when I 
played a script containing any hi-res or 
medium-res files, I received a GURU 
visit. My limited RAM forced me to 



Fractals Defined 

Fractals are patterns that repeat themselves on ever-diminishing scales. The 
multiple reflections of an object placed between two minvrsisan example; each 
frame" is an exact replica — except in size— of the preceding one. 

There are several varieties of fractals: geometric, random, and chaotic. 
Geometric fractals, like the mirror reflections, are exactly the same on each 
scale, except for size. Random fractals are slightly different on each scale, like 
the branches of a tree or river: the y-shaped pattern is repeated on different 
scales, f mm trunk, to branch, to twig, or from creek, to brook, to tributary, to 
river. Nature is replete with random fractals. Take a close look at a fern frond: it 
repeats the frond shape in all the branches, which are themselves repeated in 
their branches. 

A new theory of dynamic systems called CHAOS uses fractals to explain the 
surprisingly complex behavior that has been discovered in systems previously 
thought to be quite simple. CHAOS also offers the hope of discovering that 
complex systems long thought to be random — like weather patterns or the stock 
market — have an underlying order that can be explained and exploited. 



reformat all my fractals to lo-res. As it 

turned out, this wasn't a bad thing. 
Several places where I made my 
presentation had only RGB video 
projectors, the bandwidth of which is 
insufficient to project anything but eight- 
color lo-res. Lo-res works infinitely better 
with these projectors; most hi-res 
pictures become a smear of shapeless 
color. Lo-res has the added advantage of 
taking up much less disk space, allowing 
me to put my whole presentation onto 
one disk. 

Another way to conserve disk 
space is to chop bitplanes. Most of my 
titles use only 4 colors. Why, then, carry 
a palette of 32 colors (5 bitplanes)? I 
used DPaint to reformat my lo-res titles 
into 2 bitplanes (4 colors) with no loss— 
except for the excess bytes. I tried to 
keep the number of colors I used for the 
titles and explanation slides to a mini- 
mum. At times, however, more than 4 
colors were necessary. But that's O.K., 
because I never carried more than the 
necessary number of bitplanes. The 
saved space let me add slides as the 
presentation evolved. If I stumbled over 
a concept or forgot to mention an 
important idea, I added the appropriate 
slide(s). The slides became my notes of 
sorts, jogging my memory and giving the 
talk a smooth pace. 

Pseudo-motion 

Although AEGIS can handle 
animation, I did not attempt it, fearing 
that with my limited RAM I would be 
asking for trouble. Also, animation is no- 
toriously wasteful of disk space, and I 
was smugly satisfied that I had shoe- 



homed my entire presentation (55 IFF 
fHQs) onto one disk. I had no desire to 
expand to more disks, even if I was able 
to run animations. The thought of 
fumbling around changing disks in the 
dark in the middle of my talk was not 
appealing. 

Pseudo-motion, however, was 
within my reach. Much can be accom- 
plished through the cycling of colors. I 
never discovered how to set the cycling 
in AEGIS VideoTitler, but DPaint can be 
applied to the same task. AEGIS 
VideoSEG has a CYCLE mode that 
"plays' 1 DPaint 's cycling. 

One slide that I created with 
DPaint, used cycling to simulate a 
swinging pendulum (Vive positions 
forward and five backward). Just below 
the pendulum was an x-y plot of the 
pendulum's displacement and velocity. 
At each successive pendulum position a 
corresponding point on the plot would 
light, indicating the pendulum's displace- 
ment and velocity. The points on the 
perimeter of a circle that was drawn on 
the screen appeared to move clockwise 
as the pendulum swung back and forth 
(very effective). 

On another slide — this one of a 
fractal pattern — DPaint was used to 
select a range of color cycling. The result 
was somewhat psychedelic, appearing 
like a rainbow of different colored waves 
crashing onto the shores of an island. 

I accidentally discovered another 
technique when I showed two slides of 
the same fractal pattern which had 
slighdy different color palettes. The slides 
were displayed one after the other using 
a "dribble" wipe. The resulting undulat- 
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ing effect looked like the rippling of a 
wheat field in a soft breeze. Of course, 
the effect lasted only as long as the 
duration of the wipe, but it was interest- 
ing. 

Showing two slides of slightly 
different patterns — one immediately after 
the other — has the effect of accentuating 
their differences. One of my fractal 
pictures shows multi-colored ivy-like 
leaves twining around the screen's 
diagonals. Outlining the edges of die 
leaves are reduced replicas of the same 
twining, leaf-like pattern. On the edges 
of these smaller replica leaves are even 
tinier leaves, and so on — as deep as I 
care to go. 

I programmed a magnified (about 
30x) view of one leaf to show this 
recursion. Then I decided that a piece of 
the magnified view, overlaid on the 
original (using DPaint), would make a 
more dramatic picture. An added drop 
shadow made the piece appear to float 
above the original, while arrows showed 
where it came from. This created a 
picture with an ''exploded- view" effect. 



I then connected the images using 
the two-picture technique: The original, 
unaltered picrure was followed with a 
"flip" wipe, and then by the exploded- 
view picture. (The flip is an instantane- 
ous switch from one screen to another.) 
The magnified piece seemed to leap out 
from the original. This effect, while not 
quite as startling as a yo-yo springing 
from a 3D movie screen, was at least 
emphatic 

Some pointers on pointers 

I am convinced that all speakers 
should use a pointer to direct their 
audiences' attention to interesting aspects 
of the current slide. Pointing is no 
problem when the speaker is standing 
beside the monitor (fingers work very 
well), but it becomes more problematic 
when the slide is projected on a movie 
screen four feet above the speaker's 
head. 

The cursor, of course, can make an 
excellent pointer in either scenario. 
Unfortunately, once the VideoSEG script 
file begins to play, the cursor — no longer 
needed for any menu selections — 
vanishes. Now, somewhere buried deep 
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widiin the AEGIS VideoTitler manual, 
there is probably a reference that 
describes a keystroke that can be used to 
force the cursor to reappear during a 
script play, I never found that reference, 
but I did discover (somewhat uninten- 
tionally) that AEGIS Video Titler does not 
handle HAM IFF files (which several of 
my digitized fractals were). This led me 
to discover a way of forcing the cursor to 
reappear during a script play. 

When a HAM IFF file begins to 
load during a script play, a requester 
immediately appears stating: ''ATTEN- 
TION!!! IFF Width/Height/Depth trunca- 
tion/' Because you have to select either 
the left "OK" or the right "OK M (visions of 
a sinister AEGIS programmer again come 
to mind), die cursor appears. Interest- 
ingly enough, after a selection is made 
and the script begins loading the next 
IFF file, the cursor does not disappear. 

If nothing else can be said of me, I 
leam from my mistakes. To take advan- 
tage of my discovery, I created a 
perfectly black HAM picture, which is 
now the very first slide in my script. Each 
time it loads at the beginning of my 
presentation I receive an error message 
and — more importantly — a cursor. So 
much for the pointer problem. It isn't 
often that mistakes work in a program- 
mer's favor, but this one does. 

Spreading the word 

My presentation has been well- 
received. If my audience is not an Amiga 
SIG, I try to stress that the whole 
presentation was made on an Amiga with 
.Amiga commercial, public domain, and 
shareware software. Typically, there is a 
bit of good-natured fun poked at my 
"game" machine, especially from the 
IBM-clone and Mac types. Bui after the 
presentations, I usually hear thoughtful 
questions like, "How can I do that on my 
computer?" to which I respond, "You 
can't. Buy an Amiga." Before one 
presentation to an MS-DOS group, a 
member was asking whether fractals 
were some new Amiga adventure game. 
About a week later, I found out that the 
same member was telling everyone that I 
had used an IBM-AT for my presentation. 
How soon they forget. . . 

•AC- 
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Amazing Reviews 



DesignSD 



by R. Shawms Mortier, PhD. 

There are basically three categories 
into which Amiga 3D rendering/ 
animation programs fall: 

1. Top of the line serious stuff (e.g., 
Sculpt, TurboSilver, Caligari, 
PageRender3D). 

2, O.K. stuff without the full function 
alities of Class 1. These packages 
are sometimes marketed by 
companies to "flesh out" their 
Amiga product lines, or to address 
other companion products. 



3. Bad stuff, not worth the time or 
money. 

Class 2 releases come in a wide 
range of qualitative levels, from software 
that's just shy of meriting Class 1 status, 
to middling good releases that don't offer 
much new, to packages that are hanging 
on by their fingernails to keep from 
falling into Class 3. (Thank goodness this 
last category is rare in Amigaland!) Most 
of the Class 2 releases fall into the 




Redesigning the font set 
using the font editor. 




The x, y t z } and 

perspective views in 
Design 3D. 



middle category, offering a new slant on 
work that other packages already accom- 
plish, but providing little else to motivate 
the buyer to rush out and grab the 
package at all costs. DesignSD falls 
securely into this cubbyhole. 

Design~3D is a pretty package, and 
the accompanying manual, written in 
part by Nick Poliwko of Pixel Light fame, 
is short but adequately clear in present- 
ing what you need to get going. There 
are three short tutorials that allow you a 
modicum of discovery in Design-3D's 
realm of action, and the tools are defined 
with friendly language. The index, 
however, is incomplete, in that it fails to 
include certain key words and phrases 
like "ANIM" (related to the Design-3D 
animation format), "resolution," and 
"coordinates" (relevant to the finer details 
of object placement). 

The software is not copy-protected, 
but you must enter a codeword from the 
manual to access the work screen. The 
opening screen comes up divided into 
the normative three sections, represent- 
ing the X, Y and Z planes of sight. In 
addition, diere is a fourth division mat 
gives you a perspective view. Each of 
these separate views can be expanded to 
full screen. Only two Amiga resolutions, 
med-res and hi-res, are addressed (in 2, 
4, 8 and 16 colors) and neither HAM nor 
overscan are available. 

The workspace is surrounded by 
gadgets and menu bars which border the 
drawing space on all sides. On the left 
you find the palette requester, several 
"clear" tools, an UNDO gadget, and two 
other tools, "New Object" and "Nodes," 
which should be transferred to die right 
side with their logical neighbors. The 
latter, which manipulate various render- 
ing parameters, are the actual operators: 
Rotate, Solid Model, Fill, Rectangle. 
Ellipse, Polygon, Arc, Clone, Text, 
Connect, Spin (the normal 3D lathe tool), 
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Point Select, Polygon Select, and Object 
Select. Some of the icons representing 
these attributes are not designed 
intuitively, so you may need to refer to 
the manual until they become familiar to 
you. 

Creaticns can be saved out as 
Objects, Parts, VideoScape Objects, 
Screens, WireFrame drawings, and Solid 
drawings. A very nice feature is the 
ability to dump your work to a Hewlett- 
Packard plot:er; Design-3D has a 
translator that addresses the HPGL 
language. Workbench printers are also 
supported. The palette requester is far 
from the standard that Amiga users have 
come to expect. It has no controls for 
copying eolers to other color pots, no 
undo function, and no color cycling. 

The "P^Lrameters" requester under 
die Preferences section allows you the 
most control over various Design-3D 
placement functions. From here you can 
alter the XYZ rotation angles, the line 
width of the rendering grid, and the 
placement and brightness of four light 
sources. There is little instniction given 



in the manual on how the lights actually 
function, and their placement and 
arbitrary brightness are left up to you. 
This requester also allows you to set the 
points per circle, and the number of 
sectors used in the spin operation. The 
scale system (mm, cm, m, km, inches, 
and feet) can be selected, and the scale 
of the drawing can be set. 

One 3D font comes with the 
package, but no information about 
accessing other 3D font disks is pro- 
vided. A nice addition offered is the 
inclusion of a font editor screen, which 
allows you to redesign each character in 
die alphabet in an easy-to-understand 
fashion. You can also set the depdi of 
extrusion, sculpting your 3D alphanu- 
merics in ways that best suit your 
applications. For example, you can clear 
the letters out of the spaces altogether 
and replace them widi your own 
extruded object and icon pieces. 

A few miscellaneous notes: Your 
cursor can be either an axis or a 
crosshair (for finer work). ''Section" 
directs that the first polygon entered after 
selecting this item will become the 
section of an object (only in the Solid 
View mode). "Copy 3D" allows the 
perspective window to be copied to any 
XYZ view. 

Solid model menu 

Renderings may be aboned by 
pressing the escape key at any time. The 
quality of the renderings is poor in this 
version of the software. By far the best is 
in the hi-res mode, but even then the 
objects take on none of the magic diat so 
many other Amiga 3D packages promote 
and allow. There is a "fast" option that 
renders quickly, but does so somewhat 
sloppily. Who needs this? Under "Wire- 
frame" you can decide whether or not 
you want to see the edges in a solid 
model or not by selecting either "Solid" 
or "Highlight." Under "Polygons" there 
are four choices: Wire (renders in 
wireframe mode in the palette color you 
choose); Solid (widi no shading; the 
images resemble a solid color matte of 
the object); Solid 1 (shading using the 
palette colors); and Solid 2 (shading 
using dot patterns). Each of these 
choices can be used with visible or 
invisible wire frames. 

None of these rendering options 
give professional or even visually 
suitable results, although selecting hi-res 



in combination with die two solid modes 
can allow for some interesting shading 
variations. The rendering module needs 
extensive revision to bring it up to the 
standards diat Amiga visual artists expect 
and deserve. Hopefully, these inadequa- 
cies will be corrected in a future up- 
grade. 

Animation 

I have no idea what ANIM standard 
this package addresses, and the manual 
provides no hint. What I do know is that 
it works by a simplified scripting system 
that can be written with any text editor. 
The scripts allow for rotation around 
XYZ axis, zooming on die Z axis, and 
movement on the XY plane. If you do 
not select ''full screen" from the options 
menu, the tool icons will be saved with 
your animations. Now, why would this 
even be an option? Who needs to save 
tool icons in an animation? Your 
animations can be rendered and shown 
in real time for preview or saved out to 
disk for replay, and can be rendered in 
wireframe or solid form. 

We are no longer living in a time 
when Amiga users greet the release of a 
package like Design-3D with cries of, 
'Thank God! An Amiga 3D software 
package!" Happily, that era is behind us. 
There now exists a wealdi of innovative, 
professional packages to choose from, 
widi more visual "miracles" on the way. 

When I see a company like Gold 
Disk producing a 3D rendering/anima- 
tion package, 1 am inclined to purchase 
it, largely because their Amiga track 
record is excellent and established. And, 
although I would rather have poured 
accolades on the efforts of Gold Disk 
and an obviously talented developer, diis 
package, in its present state, is not going 
to help sell any Amigas. It needs to 
undergo serious reworking to bring it up 
to par. 1 hope the revision process is 
already underway. *AC* 



Design-3D 

by Arnaud Ribadeau Dumas 

Distributed by: 

Gold Disk 

PO Box 789, Streetsville, 

Mississauga, Ontario 

Canada L5M 2C2 

Suggested Retail Price: $99-95 

Inquiry #261 



40 



Amazing Computing V4.9 &1989 



The Command Line 



Tde// 



A UNIX-like substitute command line interface 



review by Rich Falconburg 



AmigaDOS is a capable and flexible operating system that 
provides features not found in other personal computers. But 
after you become familiar with the various commands and leam 
some of the power they provide, you'll eventually come up 
against the system's weaknesses, Even with all the help given by 
the numerous public domain programs written to fill the gaps, 
you 11 soon find that you may need to write a program to do 
seemingly simple tasks. For most Amiga owners, this means 
using AmigaBASIC, but because of the overhead AmigaBASIC 
requires, this is rarely an acceptable alternative. 

Having spent much of my time writing and using com- 
mand scripts in the VAX/VMS and UNIX environments, I 
naturally wanted the same power and flexibility on the Amiga. 
AmigaDOS comes so close it's frustrating. Seemingly simple 
tasks are impossible to do, I've been hoping that someone 
would come up with a suitable improvement without sacrificing 
some of the excellent features available in AmigaDOS. In the 
next few issues 111 examine a new program that gives Amiga 
users an alternative command environment. 

Metran Technology of Tampa, Florida sells a program 
tided Tsheil. This gem provides a substitute command line 
interface similar to the various shells available for UNIX, As you 
have learned, the Cli on the Amiga lets us use a variety of com- 
mands to communicate with the system's low-level functions. 
This is a limited "shell* that protects you from the grim realities 
of trying to communicate directly with the Amiga's hardware. 
The level of sophistication and methods of doing things vary 
from one shell to another, but each gives us access to the heart 
of the system. 

A shell is an environment allowing the user to manipulate 
the machine's various resources. Those of you who are familiar 
with the UNIX command set will find Tsheil a comfortable envi- 
ronment. The primary UNIX shell commands are available along 
with a few that are specific to the Amiga. There are some subtie 
differences here and there, but overall you'll find equal — and in 
some ways greater — power available to you. Those who have 
wanted better decision branching, file access, and access to the 
Amiga's graphics or Intuition interface without having to 
purchase a C compiler will be delighted to learn that Tsheil "can 
do." Although the programming syntax used by this shell has 
been designed to follow closely that of the C language, I think 
anyone w T ith even a little programming experience will be 
comfortable with it. 

Tsheil is an enhancement of, not a replacement for, the 
Amiga's environment. It allows full access to the normal Amiga- 
DOS command set and resources, as well as its own environ- 
ment, so you don't give up anything by using it. In fact, the 
distribution disk includes the ARP commands for you to use. 
Tsheil redefines the normal device/volume structure to that of 



the UNIX equivalent. This means that ROOT is now a "rear' root 
directory, in that each of the devices are seen as subdirectories 
of the single ROOT CO, rather than as individuals. 

There's more to this than meets the eye. You can now 
move files with a single command, even between devices. Here 
is a list of the commands that are included; 



Tsheil commands 


assign break 
clear continue 
dimmer echo 
fnote help 
Is mem 
pri print 








cat 

cp 

envs 

kill 

mkdir 

printf 


cd 
dot 


chmod 
df 


exit 


file 


Id 
mv 

ps 
rm 


load 
path 
pwd 
send 


read receive 
shift sleep 
strlen strsub 
time tsh 


return 
stack 
tail 


street 
tasks 


strcspn 
test 


vars 


wc 









Let's examine these one at a time. 111 list the equivalents 
to AmigaDOS commands where they apply. If you have never 
been exposed to UNIX, you are about to learn why many 
people call it a "programmer's operating system" or "user- 
unfriendly." Granted, some of the command names are a bit 
unusual, but you do get used to them in time, and perhaps even 
grow to prefer them — especially if you hate typing. 

As with UNIX shells, Tsheil commands are case sensitive 
(more on this later). Most of the commands listed above are 
built into the Tsheil environment. That is, they are 4, in memory" 
and are only called in from the disk drive once before execu- 
tion. From then on the command will remain resident in 
memory. Now before you start mumbling about that being "just 
fine" for someone with lots of memory, you should know that 
this shell was designed with the user in mind. The ability to 
configure the environment to our preferences is something we 
Amigans have come to expect. With Tsheil, tiiis ability to 
customize reaches a new level of sophistication. If you donl use 
a command it isn't loaded into memory. If you don't want 
commands that have been used to stay in memory, you just 
have to set a value in one or both system variables, TLBIN and 
TLSYS. On the other hand, if you have memory to spare, you 
can bring the entire command set into memory once with the 
load command. I'll cover this in more detail later. Now to the 
commands. 

The assign command is identical to the WB 1.2 ASSIGN 
command. Because the shell keeps track of things separately 
from the operating system, the Tsheil command must be used 
instead of the AmigaDOS command. 
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The break command is not the same as the one in 
AmigaDOS. Instead of killing a CLI, it is used to exit a block of 

statements in a shell script. 

The cat command is the same as the TYPE command with 
some nifty features added. Tshell has a built-in paging capability 
(similar to the PD "more" command) that most Tshell com- 
mands use when displaying text. The cat command takes this a 
step further with the following keys that are active while the file 
is being read: 



cat key commands 



d Down; similar to pressing RETURN, which causes the 
next page to be displayed. Pressing d will clear the 
display first making the update faster. 



h Half: continue down for a half page. 
f Forward: skip a page and continue. 
F Forward: skip two pages and continue. 
b Backup: go back a page. 
B Backup: go back two pages. 

Tag: remember this location. 

Goto Tag: jump directly to the "tagged" location. 

Rewind: return to the beginning of the file. 

Continue: no more paging in this file. 



Quit exit this file (same as pressing ESC). If more than 
one file was specified, display the next one in the list. 



If no filename- is given, cat will take input from the keyboard. 
Full redirecticn is supported. 

The cd command is similar to its AmigaDOS counterpart 
but closer to J hat found in the UNIX shells. As with UNIX, an 
environment variable called HOME may be set. This informs the 
cd command where to go if no path name is given. For 
example: 

) HOME = WP:Documents/Mail 

(The '*)" is die default Tshell prompt.) 

Entering 

)cd 

will now set the current directory to WP: Documents/Mail. This 
may be verified with the pwd (print working directory) com- 
mand. 

)pwd 
WP:Documerts/fv1ail 

As mentioned earlier, the ROOT directory is the "daddy" of 
every directoiy in the system. In UNIX, this directory has the 
unique name of V". If you enter 

)cd/ 



The current directory will be the ROOT directory containing 
subdirectories of dft), dfl, clhO, dhl, etc... 

For AmigaDOS users this will be frustrating until you get 
used to it. UNIX users will feel right at home. Yes, the period (.) 
for the current directory and the double period (..) for the 
parent directory are supported. To move "up" one level in the 
directory tree you must enter 

)cd.. 

To move more than one level, you must provide the delimiting 
slash. For example, if your current directory is dfOdevs/ 
clipboards, to return to the root level of the volume in dfO: you 
would enter 

)cd../.. 

The colon (0 is still considered the volume root level so you 
could use it instead. 

The Tshell cd command adds some switches to make 
moving around flexible. The "-t" and "-b" switches let you save 
your current location and then recall it easily. For example let's 
say our current directory, GRAPHICS: PAINT/ PICTURES/ LORES/ 
HAM, is several levels deep. For some reason we must change 
to a subdirectory in a different path, but we need to come right 
back to our present location. Nonnally this would mean a lot of 
typing, but using the following syntax we take some shortcuts: 

) cd -t GRAPHICS:PAINT2/BRUSHES/LORES/H AM 

This will save our current location and change the directory to 
that shown above. The cd command will place each path in a 
"last in, first out" buffer, also known as a stack. The pwd 
command will display this stack showing the first enuy on the 
top and the last entry on the bottom. 

)pwd 

GRAPHICS:PAINT/PICTURES/LORES/HAM 

GRAPH!CS:PAINT2/BRUSHES/LOR£S/HAM 

Only the paths given with die ij -t" switch will be placed on the 
directory stack, sort of a marker saying "remember this direc- 
tory/' To return to the last directory saved this way, enter 

)cd-b 

One other switch is provided for the cd command, but I 
was never able to get it to work. This is the "-p" or "previous 
directory" switch. In theory, it is supposed to remember the last 
directory visited and return you to it. 

And last, but not least, die system variable DEFCD 
determines whether or not the "implied" cd function is opera- 
tive. Widi this option enabled, simply typing the path name will 
cause the curcent director} 7 to be changed to that entered. 

The chmod command emulates the PROTECT command. 
The real advantage here is diat the cp (copy) and mv (move) 
commands will use all of die appropriate protection bits. The 
chmod command also supports wild-carding. 

The clear command is used to unset various variables and 
procedure definitions. It may also be used to clear the contents 
of the window. 

The continue command is used in scripts to step through 
loops. 
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The cp command is a powerful COPY command. One 

major difference here is that no status information is printed 
unless you request it with the "-v" switch. If the "-f ' switch is 
not given, all protection bits are respected. The "-u" switch ma> 
be used to update files. Using it will cause cp to overwrite only 
those files that are newer than an existing destination file, and i 
you prefer a menu type of copy utility, you could specify the 
"-i" switch. This will cause a request to be displayed showing 
the file name and an arrow showing where it will be copied to. 
At this point you would enter one of the following: 

y Yes: copy the file 

c Continue; copy this one and all the rest 

n No: skip this file 

q Quit: don't copy any more 

The cp command will attempt to copy the entire source 
direct ory structure to the destination directory, unless it is 
overridden with the "-t" switch. This can be troublesome, and I 
would prefer if the default ignored the pathing and just copied 
to the absolute destination. 

The dat command Is an alternate form of the date 
command. Its output looks like: 

)dat 

Tue 17 Jan 1989 19:24:02 pm 

The df command is functionally identical to the INFO 
command. If no device or path is specified, the statistics of the 
current default disk (the one the current directory is on) will be 
displayed. Wildcards may be used. 

The echo command provides a few switches that will be 
welcomed by many programmers out there. In addition to the 
"-n" switch, which suppresses the "newline" character, there is 
also the "-B" switch. With it you can cause numbers to be 
displayed as: 

-Bb = Binary 

-Bo = Octal 

-Bd = Decimal 

-Bh = Hexadecimal 

The envs command will list all currently defined environ- 
ment variables. 

The exit command is used to quit out of a script immedi- 
ately. If it is entered at the shell prompt, the shell and window 
closes as though you had entered ENDCLI. Unfortunately, there 
seems to be no way to exit a shell script and close the window 
at the same time. A numerical value may be included; it will be 
used as the return code of the program. 

The file command is one of the nicest ones included. 
True to its UNIX counterpart, riiis command will read die first 
100 bytes of a file and try to guess what kind of file it is. It 
prints a short description such like: 

Workbench icon position fife 
Workbench version 1 tool icon 
Workbench version 1 project icon 
Workbench version 1 drawer icon 
Workbench version 1 disk icon 
text file 

Amiga load file (executable?) 
directory 

...and more. 



Bring tfce ancient art of tbe TaROT to your amiga 
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Tbe Td?0T ipaSTB? from Empire grapbics is tbe 
first fully animated fortune telling software package 
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** Classic 3 EflO card spread personal readings 
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Experience your* future today, 
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EMPIRE GRAPHICS 
P.O. Box 964 

Union, NJT 07B8 3 
Send 52.00 Tor deMo disk and coupon 

Rmiaa is a reaisr«red trademark of Commodore-fimisa^ Inc. 



Circle 151 on Reader Service card 

If the i( -r" switch is used. The ftle command accepts a 
single file as an argument and will return a numerical code that 
identifies the type of file. The documentation contains a 
complete list including codes that identify* die Manx version of 
the object module and indicate whether it is a Manx or Lattice 
library file. 

The fnote command is equivalent to the FILENOTE 
command. It's used to attach a note to the files directory entry 
and may be listed using the Is command. 

The help command is an extremely useful and welcome 
addition to the Amiga command repertory. The Tshell distribu- 
tion disk contains directories of text files used in conjunction 
with this command. There are two ways to use the help 
command. The easiest is to simply press the HELP key, which 
produces a formatted listing of the commands with Help 
available. The first time you press HELP, there will be a 
noticeable delay while the entries are read into memory. This 
occurs in each shell window. You then type in the listed name 
of the command or subject that help is needed on, and press 
the HELP key once more to print an abbreviated list of the 
command's syntax and usage. If more explanation is needed, 
press HELP again. The other way is to type: 

) help "command" 

where "command" is the command you are interested in. You 
can add your own help files to the directories and use the help 
command to recall die information. 

The Id command is used to list the contents of a directory. 
The design of the companion command Is makes this command 
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almost necessary. The only functional difference this user could 
find was with wild-card usage. It would be much more conven- 
ient (and common to other UNIX style shells) to be able to 
enter: 

5 Is dfO: 
dfO; 

With the Tshell implementation, this simply prints as shown 
above. The same thing occurs with any device or directory that 
is specified. To see the contents, substitute the Id command or 
use a wildcard as in: 

) Is dftr 

There is one function of the Id command using the special wild 
card "@" which is similar to entering DIR opt a (or DIR ALL in 
1.3). I'll discuss the wild cards, redirection, and other special 
operations in our next issue. The switches that may be used 
with Is and Id ire: 

-I Long listing— similar to the output from LIST 

-c No directory highlighting 

-p Include th e complete path in the listing 

-e (Is only) Lk.ed to print an error message (useful in scripts) 

The mem command will display the amount of memory 
available and allocated. Information for CHIP and FAST memory 
are shown. 

The mkdir is used to create new directories and is similar 
to the AmigaDOS MAKEDIR command. As with most of the 
commands shown, multiple names may be entered following 
the command. If any of the specified directories already exist, or 
the name give a is illegal (as defined by AmigaDOS), mkdir will 
complain. 

The mv command performs most of the functions of the 
RENAME command but gives us more flexibility in moving and 
renaming files and directories. As you may have guessed, mv is 
short for "move/ 1 and it does this operation very well. You may 
even move a file or group of files between devices. Several 
optional switches influence the operations being performed. 
These include 



mv parameters 



-f Force write: using this switch will cause mv to ignore the 
protection bits. 

-v Verbose: tells what is going on. Without this switch no 
output about the operation is displayed. 

-i interactive: waits for you to acknowledge the operation 
by entering one of the following: 

y Yes 

n No 

c Continue (no more prompts) 

q Quit 

-u Move the file only if the source file is newer than the 
destination file (if it exists). 



When a file is moved from one device to another, mv will 
first copy it to the destination and then delete the source file. 
This is an important distinction of the "move" command which 
is easy to forget. 

It seems I've run out of space this issue. Next time I'll 
cover the rest of the commands, and we'll look at some of the 
unique features that Tshell provides to the command line 
environment. Tshell may be purchased from: 



Mefran Technology 

P.O. Box 890 

WestOneontaNY 13861 

(607) 432-4836 

Inquiry # 26S 
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by Ron 5. GuU 

Digitizers are a handy way to 
squeeze real world pictures into the 
Amiga to be handled by the powerful 
image-manipulation programs. However, 
as anyone who has spent any time at all 
behind the color wheels can tell you, it's 
not always just a point-and-click opera- 
tion. And sometimes, it's a case of 
WYSANWYG (What You See Ain't 
Necessarily What You Get). 

One possible area of difficulty 
involves lighting and camera placement. 
Even with the currently available copys- 
tand/lightstand setups providing "opti- 
mum" placement, and hours of careful 
setting up, the dreaded "halo effect" can 
still rear its less-than-lovely head, espe- 
cially when digitizing to 32-colors. Also, 
consumer color video cameras do not 
provide the best available resolution and, 
let's face it, most of us who already own 
a color camera are usually less than 
eager to shell out at least two more de- 
notes to cover the cost of a dedicated 
black-and-white camera. 

Macro digitizing 

Enter macro digitizing. Most 
consumer cameras provide a "macro" 
setting on the lens which allows the 
camera to take a picture of something 
that is almost touching the lens. Most 



people do not make much use of this 
setting simply because it's very difficult 
to get light on a subject without seriously 
backlighting it. But backlighting is the 
very key to good digitizing with slides 
and negatives. 

There are several benefits to macro 
digitizing. First, you'll increase the 
perceived resolution. (In my case at least, 
there is definitely less haloing in my 
macro files than in my conventionally 
produced ones.) Second, when you 
digitize from negatives instead of 
finished photos, you save a generation of 
image degradation. Finally, you'll likely 
receive a lower electric bill at the end of 
the month because you'll no longer be 
running two bright, hot lamps. 

We are, of course, assuming you 
have a digitizer. I use SunRize Industries' 
Perfect Vision system. The principles 
explained here will work with Digi-View 
by NewTek as well I simply bought 
Perfect Vision because of its ability to 
pull pictures from moving video, but 
(possibly) sacrificing some sharpness 
Digi-View would have provided. 

When digitizing from negatives, 
one additional software requirement is 
needed to convert the negative images to 
positives. A program called PlXmate, 
from Progressive Peripherals, does die 



job for me (anodier program, Electronic 
Arts' DeluxePhotoLab, will also do the 
trick with its "Colors" program). 

Setting up 

The first step in successful macro 
digitizing is to get complete and even 
backlighting. All tills requires is a light 
table. Normally used by photographers 
to view u-ansparencies and negatives, 
light tables are available at any photogra- 
phy supply store. 

If you favor "rolling your own" 
(like I do), you can easily build your 
own light table using a sheet of translu- 
cent white Plexiglas, a fl orescent lamp 
(these can be bought for as little as $10), 
some type of frame (I built mine into an 
old-but-sturdy table), and a pane of 
glass. One lamp should suffice for 
35mm slides and negatives; however, 
more than one may be necessary' if you 
intend to digitize from larger formats. 

The glass is useful for two reasons. 
First, it holds the negative flat (more on 
that shortly). It also provides a smooth 
surface for the Red-Green-Blue filters to 
move between the target and die lens. 
You'll need this, because there will be 
just enough room to get the filters in, 

A flat negative is an absolute 
necessity for macro digitizing. When a 
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lens is set to "macro", the depth-of-field 
(the thickness of the in-focus portion of 
the camera's view) is very shallow. Even 
a slightly curled negative can mean that 
as much as half the frame will be badly 
out of focus. This curling can also 
present a problem when attempting to 
digitize color slides, particularly older 
heat-mounted slides. 

Focusing the relative placement of 
the camera to the light table is also 
important. They should be as perpen- 
dicular to one another as possible. I go 
to the extreme of using a small torpedo- 
style level to assure everything is in line. 
I'm also assisted by the fact that my 
camera (an RCA CKC 020) has a flat back 
parallel to the focal plane. Most other 
cameras have some kind of contoured 
case. Just keep trying until you get it 
straight. A little time spent on this will 
definitely pay off. 

One more factor in the basic setup 
is to get everything as mechanically 
stable as you can. By this I mean making 
sure the table holding your light table 
doesn't wobble. Also, be sure your tripod 



is either locked down tight or at least 
positioned so the filters can be slid 
between the lens and subject without 
touching the camera itself once it's 
focused. You should also consider the 
type of foundation your working area is 
built upon. If your house or apartment 
has wooden floors, or if you live in a 
mobile home, place your camera setup 
as close to a corner of the room as 
possible, so as to minimize the vibration 
of, say, someone walking across the 
floor. When you're working this tight, 
every little move is magnified, and can 
spoil a good shot. 

Well, now that we have our light 
table set up, our tripod locked down 
tight, our negative under glass, and the 
Amiga is humming away happily, it's 
time to shoot, right? 

Not quite. Patience. 
That negative needs to be masked 
with dark pieces of paper, leaving 
uncovered only the frame we wish to 
snap. The reason for this is simple. 
Consumer video cameras usually have an 
"auto-iris*', which is an electronically-set 
aperture setting. An auto-iris can be 
fooled into thinking die negative is just a 
heavily backlit person. Thus, it will 
''close down" to prevent overexposure. 
You can get a shot this way, however it 
will always appear washed-out in the 
final product. It's better to take another 
30 seconds and mask the frame. If you 
are digitizing a mounted slide, die slide 
carrier is usually masking enough. 

One final step before shooting is to 
briefly swap your composite video cables 
to your monitor to show what your 
camera is sending into the computer. 
Don't use Y-adapters to split the signal 
for the luxury of not having to swap 
cables. Splitting this way will degrade the 
video signal noticeably. My wallet 
dictates I use a Commodore 1702 
monitor (a hangover from my C64 
days — a Mimetics AmiGen genlock 
provides composite video output). I keep 
die monitor's tint, color, brightness, and 
contrast controls set at dieir detents, and 
set the camera's white balance so the 
output most closely matches the actual 
color of the target. So far I've been very 
lucky. Tve put my digitized IFF files on a 
friend's Amiga with a Commodore 1084 
monitor, and things are usually very 
close. 

OK, we're finally going to shoot. 
Dial in your camera's "macro" setting and 
focus on the target through your Green 
filter. Due to the fact that the lenses of 



consumer cameras are not usually color- 
corrected, there will usually be a 
noticeable difference in the focus when 
swapping between the filters. Focusing 
through Green is the compromise that 
seems to work best. 

Shoot! 

Go through your filters, hit the 
Draw button, and voila! — a digitized 
negative (hopefully a reasonable 
facsimile of the one you've got on your 
light table). Congratulations. 

"OK 11 , you ask, "now what do I do 
with the negative?" 

Once a fde is saved, go to PDCmate. 
In the Image Processor, you'll find a 
logic operation entitled "EOR'Xthe 
"Negative" operation in PhotoLab's 
"Colors" progam does die same thing). 
This turns the negative into a positive, 
just like the photo processor you send 
your film to. 

If you are digitizing a black-and- 
white negative, Complement, under 
PDCmate's Color menu, does the same 
thing in real time. Naturally, I tried it out 
on my first color image. I was rewarded 
widi a very psychedelic, "solarized" - 
looking photol — very handy for special 
effects!) PDCmate's Contrast Control, on 
the "Color Bias" panel under the "Color 
Menu", can also help tweak the images 
for better highlights. Experiment! 

Well, there you have it — a basic 
guide to macro digitizing. I've found it to 
be a very useful addition to my graphic 
Bag o' Tricks. 
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Maximizing Your Colors in AmigaBASIC 



by Robert D'Asto 

One of the first things AmigaBASIC programmers learn is 
how to add colors to their programs through the use of screen 
depth. If more colors are desired, one simply increases the 
number specifying the bitplane parameter in the SCREEN 
statement. One to five bitplanes gives us two to thirty- two 
flavors to choose from, and that's all there is to that, right 7 

Oh, I almost forgot — for the more adventurous souls, 
there's extra-half -brite and HAM modes which can produce 64 
or 4,096 colors respectively. Now that's absolutely all the color 
programming variations possible on the Amiga, right? 

Not necessarily. Just as a painter can mix two or more 
pigments together to produce a new and different hue, so can 
the programmer "mix" pixels on the Amiga to substantially 
expand his palette choices. This is done with a technique called 
dithering. 

Dithering is the process of combining pixels of different 
colors on the screen to create another apparent hue. It's a sort 
of optical illusion. As any color photographer knows, if one 
were to mix red light with blue light, the result would be 
magenta— a combination of these two colors. Likewise, mixing 
red and green produces yellow, a green-blue combination gives 
us cyan, and so on. We cannot actually combine colors on a 
computer screen, as every pixel must be of a single color at any 
one time. We can, however, "mix" pixels of different colors in 
close proximity on the screen to create the same effect. 

For example, a tight grouping of pixels which are alter- 
nately set to the colors red and blue will appear to be a single 
patch of magenta pixels. The effect is quite convincing, espe- 
cially with higher resolution modes where the individual pixels 
are smaller and more densely "packed." 

Let's review a few fundamentals and see how this can be 
worked out from a programming standpoint. Imagine a repeat- 
ing pattern of pixels which are alternately red and "no color" 
(the background color), like this: 

1010101010101010 

0101010101010101 
1010101010101010 
0101010101010101 
...etc 

Each digit represents a single pixel. The digit 1 represents the 
red pixel. The digit represents the pixel pertaining to the 
background color, which is blue in the default palette. Notice 
that the lines are "staggered" so each 1 has a on each side, as 
well as above and below it. When viewed, a pixel arrangement 
like this would appear magenta — a combination of red and the 
blue background. This sort of setup is easy to program with the 
PATTERN statement and will produce a dithering effect all by 
itself. I will review the use of this keyword in a moment. 

But first type in Listing One at the end of this article and 




run it. You will see 
three white rec- 
tangles, one filled 
with red, the other 
with blue, and the 
third with a shade 

of magenta, all with a black background. If you count all the 
colors now visible on the screen you should have five — black, 
white, red, blue and magenta. That's five different colors on a 2- 
bitplane screen, which is supposedly only capable of 4 colors. 
The fifth color, magenta, is a mixture of the red with the blue 
background, and is known as an "apparent'* color. 

As you can see, it is a convincing effect, especially since 
we are using the default hi-res (640 x 200) screen. The smaller 
the pixels, the better the colors seem to blend together. Try this 
same code on a lo-res (320 x 200) and an interlaced (640 x 400) 
screen to see how pixel size affects the illusion. 

The bit pattern is created using the PATTERN keyword. 
For those unfamiliar with the use of this statement, I will give a 
quick description. The PATTERN keyword is used to create a 
"bitmask" for all graphics rendering including lines, text, and 
area fills. A bitmask is like a stencil. If you cut some holes in a 
piece of paper and lay the paper down on a surface, you can 
then apply paint to the paper and produce a pattern on the 
surface which matches die holes. A bitmask works the same 
way, but with pixel colors instead of paint. 

There are two applications for the PATTERN statement: 
line patterns or area patterns. To create a line pattern, the 
syntax is 

PATTERN Iinepattem% 

where linepattern% is a short integer value defining a 1 6-bit 
bitmask, which will act as a stencil for all lines drawn. You will 
have to think in terms of binary numbers to determine this 
value. A solid line would have a bitmask which looks like this: 

1111111111111111 

This is a 16-bit binary number with all bits set to 1, which is 
equal to a large decimal number. The AmigaBASIC interpreter 
will not read binary numbers di reedy, so we have to convert the 
value into a numbering system it can read. We could convert it 
to decimal, but that's a time-consuming and error-prone 
method. The hexadecimal system is much easier. This system 
counts from to 15 like this: 

0,1,2,3,4,5,6,7,8,9,A,B,CAE,F 

To convert from binary to hex, first break the binary number up 
into groups of 4 bits. Each of these 4-bit groups will have a 
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value from to 15, so each group can be converted to a single 
hex digit, like this: 

1111 1111 1111 1111 
F F F F 

Now put an "&FT in front of the hex number (&HFFFF) so the 
interpreter will know what we are talking about. To create a 
dashed line, the process would look like this: 

1111 0000 1111 0000 
F F 

The PATTERN statement would then be used like so: 

PATTERN &HF0F0 

and all lines drawn will now be dashed. To return to the default 
solid lines, we would use the PATTERN statement again, like 
this: 

PATTERN &HFFFF 

and we're back where we started from, drawing solid lines. 
Listings One and Two both use area fill patterns rather 
than line patterns to create dithering effects. Creating area fill 
patterns with the PATTERN statement is done a little differently. 
The syntax would be: 

PATTERN ,PatternArray% 

In this case we must provide the name of a short integer array 
as the argument, and there must be a comma after the PAT- 
TERN keyword, as shown. 

The array, of course, must be defined first. It can be as 
large as necessary, as long as the number of elements it 
contains is a power of 2 (2, 4, 8, 16, etc.). Array elements begin 
their count at 0, so the actual DIM statements would use values 
such as 1, 3, 7, 15, etc, 

The values assigned to the array elements are determined 
in the same w£.y as the line patterns above. Each element 



corresponds to a single horizontal line of the pattern 1 6-pixels 
long. We could then imagine a simple checkerboard pattern like 
this: 

1111000011110000 
1111000011110000 
0000111100001111 
0000111100001111 

Bringing this to the screen would be done like so; 

DIM P%(3) 

P%(0)=&HF0F0 

P%(1)=&H0F0F 

P%(2)=&HF0F0 

P%(3>&H0F0F 

PATTERN ,P% 

Each 16-pixel line of the pattern was converted from a 
binary number to a hex value and assigned to each element of 
the array. All area-filling operations, such as PAINT, would now 
be rendered in the above checkerboard pattern. To return to die 
solid fill pattern, dimension an array to 2 elements and assign 
both the value of "&HFFFF". Then call PATTERN again, using 
this new array as the parameter. 

Now, if all we could do with dithering was mix existing 
palette colors with the background, it wouldn't be all that 
exciting. We would just end up with an additional shade for 
each color on the existing palette. Fortunately, there is more to 
be had from dithering. 

Dithering really comes into its own when we can actually 
mix 2 or more of any of the palette colors to produce a com- 
pletely new color. For example, if we could mix any 2 colors on 
a 2-bitplane (4-color) screen, we would have an apparent 
palette of 10 colors to choose from: 0, 1, 2, 3, 0+1, 0+2, 0+3, 
1+2, l+3 r and 2+3. A screen with a depth of 3 would give us 36 
colors, a depth of 4 would produce 136, and a 5-bitplane screen 
could provide us with a total of 528 colors. Carrying this even 
further, in Extra-Halfbrite mode (normally 64 colors) we could 
derive 2,080 choices, and a HAM Mode screen could theoreti- 
cally produce 8,390,656 variations of color! 
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Besides the increase in the number of displayable colors, 
dithering also offers a savings of memory resources which might 
be put to better use for other purposes. Bitplanes do consume 
RAM — from 8 to 32K or more each, depending on the resolution 
mode used. Also, this RAM must be CHIP RAM— the lower 
512K, regardless of the amount of expansion memory provided. 
This same area of RAM must also be used for all image data oth- 
erwise required by your program, like graphic arrays. As good 
as AmigaBASIC is, it is not the most memory-efficient language, 
and graphics-intensive applications can eat up that CHIP RAM 
quickly. Dithering allows the programmer to add those few 
extra colors to a display without the added memory require- 
ments of an extra bitplane. 

How is dithering done? There are probably many ways, 
but Listing Two gives a relatively easy method. This demo 
listing produces 136 apparent colors on a 4-bitplane, hi-res 
screen which is theoretically capable of only 16 different colors. 
The rest are dithered combinations of colors to 15. There are 
no LIBRARY calls involved, no arcane PEEKs and POKEs or 
fancy footwork — just straight AmigaBASIC. 

Enter the listing and have a look at the results. This is not 
the fastest running program ever witnessed. Certainly it could be 
better optimized for quicker execution but, as its real value is as 
an instructional demonstration, I did not invest much time in 
greasing the rails. If you own the AC/BASIC Compiler from 
Absoft, it will compile directly as written and speed things up. 

Some of the shades displayed are quite similar. All the 
apparent colors are formed by combining pairs of the true 
colors. In order to produce the maximum of shade variation 
when the colors were dithered, I tried to create a basic palette 
consisting of colors that were as dissimilar as possible. I do not 
doubt that someone with a better eye for color could come up 
with a more suitable starting palette for mis purpose. In actual 
practice, though, I do not think color displays are enhanced by 
incorporating a lot of dissimilar colors. Subtie variations of 
existing hues provide a more pleasing and artistically "coherent" 
effect in my opinion, but feel free to experiment. Changing only 
one PALETTE statement will affect a number of the resulting 
apparent colors. Try it. 

Once you've gotten the hang of using the PATTERN 
statement, dithering any two palette colors is very easy. All 
that's required is an alternating bit pattern, as shown in the first 
example, and the COLOR statement to control die current 
foreground and background colors. The foreground color will 
occupy the U V bits, while the "0" bits will be of the current 
background color. Any two colors can then be combined to 
produce a new apparent color. 

The actual dithering in Listing Two is done by two sub- 
programs called CoiorCycle and DitherFill. The former cycles 
through all die foreground/background color combinations 
possible with 16 colors, DitherFill does the actual area filling 
with the PAINT statement. 

I chose a 640 x 200 screen with a depth of 4 for this 
demo. It seemed to be a good compromise in terms of the 
dithering effect produced and the complexity of the source 
code. Going to a 5-bitpiane screen would require changing the 
resolution to a lo-res (320 x 200) display, dius increasing the 
pixel size. Larger pixels degrade the "illusion" of dithering, 
causing the colors to take on a polka-dot appearance. A lo-res 
interlace (320 x 400) screen would solve this but would also 
introduce flicker. Stepping up to Extra-Halfbrite or HAM modes 
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requires more complex coding. I wanted to keep it as simple as 

possible. 

Even so, having a choice of 136 colors on a screen you 

thought could only squeeze out 16 is a definite improvement. 
You would probably be hard pressed to find a place for them 
all in most applications, except perhaps a paint program. I 
showed this demo to a friend who is a devout C programmer, 
without telling him how I did it. I told him only that it was a 4- 
bitplane screen. Talk about a double take! He was convinced I 
had somehow tricked him with an EHB or HAM mode display. 

As stated earlier, the method oudined here is only one 
possible technique for creating dithering effects on the Amiga. 
Use of die PATTERN statement works well for simple area fills, 
but not all graphics are drawn this way. You might want to 
experiment with routines that render one pixel at a time with 
die PSET statement in a loop, which also switches the fore- 
ground color between each PSET execution. A sort of airbrush 
effect can be created this way. 

Of course, dithering is not limited to the rnixing of just 
two colors. Pixels of several different hues can be combined 
with very good effect if grouped closely together on a hi-res 
screen. And don't forget text applications. Unlike most other 
machines, the Amiga treats text displays as graphic objects, so 
they can be dithered too. 

When combining different colors, how do you know what 
color you will end up with? The art of combining two or more 
colors to produce a different hue is a rather complex subject in 
itself. More information can be obtained from most any basic 
text on color photography. Some art texts also have information 
on this subject. But be aware that combining different colors of 
pigment produces an entirely different result than combining 
colors of light, as is done on a monitor. Make sure the reference 
covers the latter. 

To get started, all you need to know is that red + green = 
yellow, red + blue ■ magenta, and blue + green = cyan. Also, 
any color can be darkened by adding dark gray or black, and 
lightened by adding light gray or white. See if you can come up 
with a didiering routine of your own. Its an area of Amiga 
graphics which has seen only a smattering (pun intended) of 
software application. Be the first kid on your block to come up 
with an 8-million-color HAM doodle, and the world will beat a 
path to your door. 

(continued on page 74) 
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Amiga Art 



Pixels At An Exhibition: The Video 

Amiga-generated art is showcased at a University of Vermont art show 

by R. Shamms MtorHer, PhD. 



Pixels at cm exhibition. 

May I offer my rendition 

Of a digitized suspicion 

That ive share a common mission 

To unearth our superstitions 

Via ocula rsu bm issio n? 

Pixels at an exh ibition . 

The short poem above was printed 
on handouts that accompanied the exhi- 
bition of my Amiga videographics and 
electronic paintings at a November, 1988 
show at die Coburn Gallery on die 
University of Vermont's Burlington 
campus. To my knowledge, the event 
represents the first time that microcom- 
puter work — much less Amiga-generated 
work — was shown in a traditional gallery 
setting in that part of the Northeast. 

I see the acceptance of this 
medium into what has often been an all 
too exclusive setting as a groundbreaking 
step. I'm confident that ten years from 
now shows containing computer 
graphics work :md videographics will be 
available to the public all over the 
country. Computer paintings and vide- 



Left 

The Legend of Sleepy Hollow 

Right 

Taking an Amiga video trip 



ography will take their respective places 
alongside all other media, to be judged 
solely on the basis of their aesthetic 
merits. 

For the moment, however, diere 
still seems to be resistance to accepting 
computer-generated imagery as "serious 
art. 11 It's taken me a long time to get 
even this far. 

Eight years ago, as the manager of 
the graphics service at the University of 
Vermont, I could feel the revolutionary 
changes in graphics design coming. To 
prepare for riiese changes, I began to 
study the new technology by taking 
several computer programming courses, 
One of these, in which students were 
asked to design software for children 
with learning disabilities, gave me my 
first exposure to microcomputer graph- 
ics. I was hooked immediately. 

The first systems that I worked on 
gave me no hint as to the pace at which 
changes in graphic design would really 
take place. In class we worked on 
Apples, whose jagged, eight-color elec- 
tronic graphics — "drawn" on the attached 
graphics tablet — were magic to my eyes. 
Not long after that, I bought a Commo- 
dore 64, and began my honeymoon with 
Commodore graphics. 

Meanwhile, attracted to the name 
and reputation of "Big Blue," die Univer- 
sity consented to purchase an IBM for 



my use. Several thousand dollars later, I 
had a system that could produce sixteen- 
color charts and graphs (whoopee!). 
Unfortunately, it was of little use in 
bringing to fruition the more extensive 
instructional graphic designs and projects 
that I had in mind. 

Then in 1985, after a serious eye 
operation forced me to argue my point 
from a darkened bedroom, I was finally 
able to persuade the skeptical media 
director — who was of the opinion that 
Commodore made only game ma- 
chines — to authorize an investment in an 
Amiga 1000. (Unfortunately, Commo- 
dore's lack of advertising has never made 
it easy for those of us in education to 
convince those who hold the purse 
strings to buy Commodore products.) 
Not long after purchasing the Amiga for 
the office, I cook funds from a personal 
business venture and bought an Amiga 
1000 for my home studio. 

Since that time, the Amiga has held 
its own, enjoying a number of place- 
ments on the campus. It has even 
invaded the sacrosanct halls of UVM T s art 
department, where — with the help and 
support of a number of individuals — I 
was able to secure a Fall '88 showing for 
my personal Amiga work. 

My show consisted of two parts: a 
videotape (which is the subject of this 
article) and a collection of seventy-five 
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prints (which I will discuss more com- 
pletely in a later article). I wanted the 
video to run continuously during the 
show, demonstrating to the audience the 
wide range of graphics possibilities on 
the Amiga. 

Here is a description of the 
techniques I used to make the videotape, 
along with a list of the processes and 
software necessary for each... 

Titles and Credits 

I used Caligari (the professional 
pre-release version) to create interesting 
backgrounds for all of the titles and 
credits. Caligari has a fascinating object- 
design interface that gives you a state-of- 
the-art view of the 3D universe. I turned 
on my VCR and just played around with 
it on the screen, grabbing 3D structures 
with the mouse and saving everything 
for later editing. 

The Caligari images are nice, but 
the Hi-Res flicker is a bit bothersome. 
However, considering that this was going 
to be genlocked into the background, I 
found the results satisfactory for my 
purposes. The spinning and rotating 3D 
primitives gave a certain high-tech look 
to the piece, and made an interesting 
background for titling text animations. 

I first drew die titles and credits in 
DPaint II — mostly with the Kara Color 
Fonts, This technique gave them an 
almost classical look. By choosing the 
proper colors, I was able to make the 
flicker almost unnoticeable, even in Hi 
Res. 

I then incorporated the drawings, 
one by one, into Video EFX 3D (from 
Inno vision). This is one of my favorite 
tiding EFX programs, because its results 
are very smooth and professional. With 
this software, it's easy for you to spin 
graphics up from infinity, or even give 
them 3D depth as they fly along. Video 
EFX 3D does have one drawback, 
however: If you use it, be prepared to 
wait as long as several hours for your 
final renderings. 

Each of my interspersed titles and 
final credits reached its resting place on 
the screen differentiy. Some spun 
around the Y-axis like swiveling doors; 
some flew up from the infinite back- 
ground, spinning and flopping wildly; 
and some drew so close to the screen 
that the pixels became tremendously 
exaggerated. In one particularly long 
editing session, I genlocked each of them 
against segments of the Caligari back- 
drop. The result was a collection of very 
interesting tiding segments. 
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77je Paintings 

After the opening titles, the next 
segment on the tape was a "slide show" 
of some of my electronic paintings. 
Some were duplicates of prints hanging 
on the wall; others were shown only on 
die videotape. Lasting about twelve 
minutes, this segment drew much atten- 
tion. Swirls, wipes, slides, fades... One 
by one the static images transformed 
tiiemselves from one form into the next. 

What I hoped to do with this 
segment was to alert people to the fact 
that the works hanging in the gallery 
were indeed produced using a digital 
medium. It was also interesting to 
contrast die physical prints with their 
original videographic parents. 

I also wanted to take advantage of 
the excellent slide-showing tools 
available in Lights/Camera/Action (by 
Aegis), die most versatile and user- 
friendly slide-showing program I have 
been able to find. The interface is 
carefully designed, with options that only 
an experienced media artist could 
conceive of. Yet, at the same time, it's 
friendly enough that sporadic users don't 
have to reference the manual eonstantiy. 
The program also allows you to segue 



into AN1M files— though I didn't use it 
for that purpose this time around. 

Sleepy Hollow 

I was fortunate enough to have 
been asked by Richard Ramella, the 
editor and founder of JumpDisk maga- 
zine, to illustrate a series of Amiga 
paintings for Washington Irving's "The 
Legend of Sleepy Hollow." These ten 
paintings, along with Irving's text, were 
marketed by JumpDisk in October of 
1988. 

To fit the images, the text, and a 
viewing program onto my disk, I had to 
render them in Lo-Res non-overscan, 
making them quite different — in both 
concept and design — from the other 
works in my exhibition. Usually, my 
works are multi-thematic and rendered 
with PhotonPaint in HAM interlace. The 
contrast between my paintings and the 
relatively linear story of Ichabod Crane 
was so radical that 1 decided to incorpo- 
rate Irving's masterpiece — and my 
thoughts on it— into the video. 

Again, I used Lights/Camera/Action 
as the slide-show utility. Naturally, I 
made sure that the music for this 
segment was different from that used in 
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the others. This segment was about two 
minutes long. 

Taking a Trip 

The title of this segment, "Taking a 
Trip," is somewhat of a double-entendre. 
(My peers from the sixties should readily 
grasp the more figurative of the two 
meanings.) If the title itself didn't make 
this fact clear :o some at the show, then 
the visuals invariably did. 

It took me several weeks to put 
this segment together. First, with a 
borrowed video camera sticking out the 
window of a 76 pickup, I filmed the 
thirty-five milt; journey from Burlington, 
Vermont (where I work) to my home in 
Bristol. I held the camera as steady as I 
could, and just let it run. The result was 
quite interesting, and made me realize 
that I hadn't really looked at everything 
that I pass on my way to and from work 
each day. 

Next, with the VCR running, I 
hooked up "video out" to a video utility 
amplifier (a CVA2B4 from the Compre- 
hensive Video Supply Corporation in 
Northvale, N .J.). This unit allowed me to 
split a video signal to two targets. I took 
one "out" line and connected it to the 



Amiga Live unit (from A-Squared), while 
the other 1 connected to the "video in" 
on my SuperGen genlock. By using the 
sliders on the genlock, I was able to fade 
in and out of various digital EFX 
produced by Live. 

Unfortunately, Live has never really 
made good on their pledges to provide 
software support. They promised to 
make available — at a price of fifty 
dollars — four upgrades in one year's 
time. So far, they have delivered only a 
Beta test of the first upgrade (and it T s 
between almost two years since they first 
made the offer!). 

Luckily for Live, a company called 
Elan Design has twice saved their 
skins — first with InVision, and more 
recentiy with Elan Performer. InVision is 
one of the niftiest packages available for 
EFX work. It's designed to work with 
the Live digitizer, and it interfaces in 
ways that music-video producers really 
enjoy. If you have enough memory, the 
touch of a macro-key can give you any 
of the eighty EFX: digital mirroring, pix- 
elating, colorizing, framing, and poster- 
izing. In short, InVision really brings 
Live to life, making it well worth the 
investment. 



With Live connected and InVision 
loaded up, I started to manipulate the 
video that I shot from the pickup truck. 
The results were something between 
state-of-the-art video EFX and — from 
what I'm told — -a strange substance-abuse 
experience. For example, in the middle 
of a shot of passing trees and houses, the 
sky suddenly turned green and the 
whole scene mirrored itself on a horizon- 
tal axis. Then reality intervened again. 

The main problem that I encoun- 
tered in this segment was that Live 
reacted poorly to some of the InVision 
interventions. Once in a while the 
vertical hold would let go. However , it 
did work well as a background piece for 
the wandering audience. I further 
enhanced it using an Amiga musical 
composition from the soundtrack. 

I probably could have been 
arrested for overusing EFX, but I wanted 
to do more than just hold a storyline 
together: I wanted to demonstrate to my 
audience the breadth of the possibilities 
that these tools offer. Admittedly, this 
segment may have been somewhat over- 
run, coming in at around thirteen 
minutes. 

Mandates 

The mandala is a traditional visual 
device used in many cultures to help the 
mind concentrate during meditation. 
Using the Amiga, I was able to design 
and animate mandalas to my heart's 
content. The fruits of these labors made 
up the next segment of the video, 

I chose DeluxePaint II as my 
painting tool, using it in a way that I like 
to think is original— although hundreds 
of other Amigans have probably used it 
in the same way. With the menu bars 
and the cursor hidden, I turned on color- 
cycling (with die TAB key) and the Sym- 
metry Tool (from the Toolbox). Then, 
using various brushes, I alternately 
painted and erased areas on the screen. 
The results have to be seen to be 
believed. With the proper sitar sounds 
added to the soundtrack, a truly medita- 
tive experience was produced. 

Some experimentation is warranted 
before this process is recorded, but I 
believe any Amiga artist can produce 
wonderful results here. For this reason 
alone, you should save your DP II — even 
if you upgrade to DP III. As far as I can 
tell, DP III doesn't allow you to hide the 
cursor, which you must do to produce 
animated mandalas. 



52 Amazing Computing V4.9 ©1989 



The Family 

The fifth segment of the video was 
called "The Family." It's basically a flip- 
book animation sequence using frames 
taken from a videotape of my family 
interacting at the breakfast table on a 
Sunday morning. To him the original 
video, I just turned on the camera and 
sat down in front of it with my wife and 
my children (who wandered in and out 
of the room periodically). After a little 
while, everyone forgot that the camera 
was on, and some nice vignettes ensued. 

After viewing the tape, I edited out 
sections and digitized what was left using 
DigiView. In total, I kept about sixty 
frames, which I dumped into DigiPaint 
for further editing. I left the human 
figures black and white, but colorized 
the background and foreground, giving 
the frames an almost surreal look. 

When my editing was complete, I 
used Pageflipper+FX (from Mind Ware 
International) to piece the segments 
together. I use PF+FX constantly as an 
animation editor and consider it one of 
the most valuable professional videogra- 
phic tools in my Amiga library. With it, I 
was able to splice together my single 
frames freely, as well as store to and play 
back from RAM at very high speeds. 

The end result of my two weeks of 
labor was a two-minute sequence that 
had the look of a futuristic penny-arcade 
movie. Although somewhat abstract, the 
images definitely told a story about 
breakfast at the Moniers. 

SB 

No Amiga video demonstration is 
complete without something in 3D. As 
the time of the show drew near, I knew I 
had to produce at least one short 3D 
piece. 

I decided to use Forms-In-Flight — 
which has some of the best shading 
routines I've ever seen — to render my 
images. With it, I sculpted and spun a 
smooth, spaceship-like form. Adding a 
light source produced finished images 
that were both "touchable" and believ- 
able. The results are most pleasing if 
rendered in Hi-Res, but it takes a while 
to get comfortable with the program 
itself. With FIF, I rendered and saved 
about twelve views of my sculpture. 

Then, with pieces of this same 
form, I used DPaint II to fashion a 
floating space station on an asteroid. 
While turning on color-cycling, I noticed 
that the drawing cycled the smooth 
colors in a very unique fashion. Pleased 
with the effect, I decided to incorporate 
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ganise and manage your Hard Disk. 



Select files by their DateStairp. pattern 
matching, .Archive Bit. and by source di- 
rectory. All file attributes {DateStamp, Pro 
tection Bits, and FileComment) are re- 
tained. Options for setting the Archive bit 
for incremental backups, verifying the data 
written to floppy disk, and estimating the 
number of disks needed for the backup. Up 
to 4 copies of the backup disks can be cre- 
ated at a time, or disks can be pre-loaded in 
up to 4 disk drives. New disks are automat- 
dally formatted and verified. Easy recov- 
ery if a bad diskette is found. Parameters to 
be used for backups can be saved in con- 



All these features and speed for ONLY: 

144.95 



Express-Way Software, Inc. 

$P0 Box 10290 
/| /I U^ Columbia, MO 652054005 

II. y*J US (314)474-2984 

Requires an Amiga vmh at lea*t 5 12k ram and Version 1 .2 or higher of AmigaDOS 
Amiga. AmigaDQS. and Wofi bench are trakmarkv of Conrmxiore- Amiga. Inc. 
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it into the segment. 

I taped die background alone, 
toggling color-cycling on and off at 
intervals. I played diis back as a 
genlocked background, running the 
spaceship around die foreground with 
the help of PageFlipper+FX. By fooling 
widi the sliders on my SuperGen while 
all tiiis was going on, I was able to 
create an interesting 3D piece that lasted 
about two minutes. 

Th- th- Tljafs Alt Folks! 

Well, that's all there was to it. 
When I finished, I had a forty-four- 
minute video to run at the gallery. The 
soundtrack on the tape was made up of 
a host of compositions, each created and 
recorded with Amiga sound-generating 
software. I recorded the tape on 1/2" 
VHS, and someday I'll tape it again onto 
3/4" tape for better clarity. The monitor I 
used to show the video was not the best: 
next time, I'll take more care to get the 
best playback equipment. 

In a welcome reversal of the 
circumstances of a few years back, new 
Amiga products are now being intro- 
duced constantly, and old ones are being 
upgraded. (If Dpaint HI and some of the 



other recendy released programs had 
been out at the time, I definitely would 
have used their capabilities.) Releases in 
the last six months have been very 
exciting for Amiga animators and videots 
like me, but if I wait until die latest 
software or hardware is out before 
starting a project, I'll wait forever. The 
time to begin is when die spirit talks. 

In short the show was an Amiga 
extravaganza. It was really well received 
throughout the two-week interval. The 
video always had onlookers, and to my 
surprise, I received as many favorable 
comments on it as I did on the prints. 
Many Amiga people stopped by, and 
diose non-Amigans who were not 
converted were at least tempted. 

For my part, I came away having 
learned an abundance of amazing new 
videographic techniques. (Nothing 
expedites the learning process like a 
deadline hanging over your head!) I 
watch die video every month or so, and 
I'm still amazed at what can be accom- 
plished in a few sleepless nights with the 
Amiga. The next gaileried showing of 
my work will benefit widely from this 
experience, and my next tape is already 
in production. -AO 
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200 Armstrong Road 

Las Cruccs, NM 

88001 



BBS: 505-523-4405 24 Hours/Day 
Voice: 505-526-6243 M-F8AM-5PM MST 



Abacus Software 

ToolBox..... . 18.95 

AssemPro 55.95 

Accolade 

Jack Nickalaus Golf....28.50 

Fast Break 25.50 

Antic Software 

GFA Basic 78.95 

Phasar... 50.50 

Zoetrope Anim Sys 78.95 

ASDG 

Dual Sur Port 169,95 

Bethesda 

W GreUky Hockey........28.5Q 

BroderBund Software 

SIM CITY. 25.50 

Byte by Byte 

Sculpt 3-D 56.50 

Animate 3-D ........84.50 

Centaur Software 

Forms in Flight II 67.50 

BAD 28.50 

World Atlas... ..33.95 

Central Coast Software 

Quarteiback 39.95 

DOS 2 30S 30.95 

Disk to Disk 28.50 

CI n em aware 

Lord of Rising Sun 28.50 

King of Chicago 14.50 

Design Lab 

Fine Print 28.50 

Discovery Software 

VIP 28.50 

ZOOM 16.95 

Sword of Sodan 28.50 

Digitek 

Hole in One Mini Golf...22.50 

Epyx 

500 XJ Joystick.... 12.95 

Free Spirit Software 

Ami-Align 28.50 

Fuller Computer Systems 

Project D 8.50 

Gold Disk 

Comic Setter. 56.50 

CS Data Disks (ALL)....1 9.95 
PageSetter - 56.50 

Inside Atredes 1.1 
VHS .......19.95 



Professional Page 221.95 

Professional Draw 112.50 

Design 3-D........... ...56.50 

Movie Setter. 56.50 

Grandma's Software 

NAG 3.0 ......44.95 

Haitex 

Haicalc 34.95 

X-Specs3D 69.95 

Hypertek 

GOMF 3.0 Button 42.50 

Incognito 

Atredes 1.1 BBS Pro....84.50 

Kingdom's of Eng 28,50 

Opticks.. .....112.50 

Innovislon Technology 

Video Effects 3D 112.50 

Broadcast Titler. 168.50 

Interactive Softworks 

Calligrapher 2.0 72.95 

Studio Fonts... 26.50 

Newsletter Fonts. 26.50 

Lion's Fonts ...50,50 

Asha's Fonts 50.50 

Novelty Fonts (Ca1Iig)..39.50 
Interplay 

Battle Chess 28.50 

KFS Software 

The Accountant 168.50 

Mastertronics 

War In Middle Earth......28.50 

Magic Johnson. 28.50 

Michtron 

HiSoft Basic. 89.95 

HiSoft Dev Pack... ,56.50 

Micro Search 

City Desk ..84.50 

Perfect Sound 50,50 

Micro Systems Softwre 

RAWCopy. .....33.95 

Micro Systems Software 

Online Platinum 56.50 

Scribble Platinum 84.50 

The Works 84.50 

The Works Platl 165.95 

Excellence..... 168.50 

Microlilusions 

Fire Power. 14.50 

Supra 2400 Baud 
Modem 99.95 



Land of Ledgends 28,50 

Photon Paint 2.0 4.50 

Photon Pt Surf Dsk 6.95 

Photon Vid Ceil Anm....84.50 

MuslcOC ...68.50 

MindScape 

Captain Blood 28.50 

Harrier Combat 28.50 

Indiana Jones Tmpl 22,50 

Mind Ware 

Page Flipper F/X 89.95 

Page Render 3-D.... 89.95 

Charon 5 22.50 

New Horizons 

ProWrltell 70.50 

Flow.. 56.50 

ProScript ....28.50 

ProFont (each) 19,95 

New Tek 

Dlgi-View Gold.... 112.50 

Digi-Droid .....44.95 

Oxxi 

ATalk 3.0..... 56.50 

Maxiplan 500 84.50 

MaxIPIan Plus 112.50 

Nimbus 84.50 

Panasonic Inc 

WV-1410 w/lens 189.95 

16 MM lens 16.95 

Par Software 

Express Paint 78.95 

Easy Ledger 166.95 

Project Manager. 109.95 

Precision 

SuperBase Pers 44.95 

SuperBase Pro 3.0 ....196.50 

SuperPtan... 84.50 

Pro-Sound Deslgner.....89.95 
Progressive Peripherals 

IntroCAD ........4.95 

PixMate.. 39.95 

Psygnosis 

Barbarian 22.50 

Obliterator ....22.50 

Terrapods,. 22,50 

RainBIrd 

The Guild of Thieves....25.50 

Star Glider IL 25.50 

Epyx Joystick 
500XJ 12.95 



Universal Mil Sim 8.50 

UMSSIm 1 . 11.95 

UMS Sim 2..... 11,95 

Carrier Command .25.50 

ReadySoft 

A-Max 112.50 

Dragon's Lair. 33.95 

Ganymed 16.95 

Right Answers Group 

The Director. 39.50 

Director ToolKit ......22.50 

Soft Logic 

Page Stream 11 2.50 

PS Fonts (each) ....22.50 

Software Heaven 

Dungeon Master, 22.50 

Software Visions 

MicroFlche Filer.. 56,50 

Spectrum Holobyte 

Falcon ..........28.50 

Tetrls 19.95 

Supra Corporation 

Supra Modem 2400 99.95 

Taito 

Bubble Bobble 22.50 

Gladiator 22.50 

Operation Wolf 22.50 

Qix 22.50 

Rastan ..22.50 

Renegade 22.50 

Sky Shark ..22.50 

Unison World 

PrlntMaster Plus .22.50 

Art Gallery (each) 16.95 

Fonts & Borders 19.95 

William Hawes 

ARexx 27.95 

W-Shell. 27.95 

Zuma Group 

TV Show. 56,50 

TV Text ,.56.50 

Epyx Joysticks 

500 XJ 12-95 

GVP ...Calll 

Electronic Arts Calll 

All brand names carried! 

For the hottest specials call 
the Arrakis BBS # !!! 

ASDG Dual Serial 
Board 169.95 
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AmiEXPO 



6k'c<fo: JJy 28-30, 1989 



Security Matters 

The Amiga has often been called 'The best kept secret in the computer industry/ 1 At 
AmiEXPO in Chicago, some users felt that this title was going to be strictly enforced. 
AmiEXPO attendees and exhibitors were scrutinized closely by powerful looking 
men and women in conservative suits. As the Amiga visitors moved through the 
lower halls of the Hyatt Regency, they passed dozens of uniformed officers and 
quite stern looking personnel with earphones and two way radios discretely hidden 
beneath their suits. 

The reason for these special security precautions became clear as Amiga enthusiasts 
passed by the Grand Ballroom, a floor above the AmiEXPO. The National Governors 
Conference was being held at the Hyatt that weekend and the following week 
President Bush was scheduled to appear on Monday, a day after AmiEXPO closed. 
The reason for the security was suddenly obvious, yet it did not make it easy on Ms. 
Kim Morey, who was dressed in camouflaged combat fatigues and sporting a name 
tag that read "Mrs. Uzzi." She had to explain several times to the officers upstairs that 
she was demonstrating a new product at the Micro Momentum, Inc. booth 
downstairs, and that she posed no threat to national security. 

Speakers and Classes 

Seeing an Amiga celebrity or attending a special class on your favorite Amiga 
application are the highlights of any AmiEXPO. This show featured Jim Sachs, 
Computer Artist and Programmer; Dr. Henri Rubin, Chief Operating Officer of 
Commodore International Ltd.; and Tim Jenison, President of NewTek, Inc. Mr. 
Jenison entered the Saturday morning hall with roller skates on his feet and a gas- 
powered propeller on his back! (Mr. Jenison is known in his local community for 
commuting in this style at speeds of up to forty miles per hour!) 

No exposition of Amiga enthusiasts would be complete without workshops, lectures, 
or displays. Once again, Joe Lowery and Steve Jacobs iined up an interesting 
assortment of Amiga notables for panel sessions and lectures. Some of the best 
three-dimensional art, animation, and special videos were effectively displayed, in an 
effort to excite more artists into the Amiga medium, AmiEXPO is the closest thing to 
a national Amiga users group, and our best opportunity to witness the achievements 
of our fellow Amiga users. 
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attracts 
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users 
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Amiga Pioneers Amiga Trendsetters 

Jay Miner Tim Jenison 

assisted at die NewTek, Inc.'s 

Intuitive President shares his 

Technologies booth. thoughts. 



New Amigans 

Alexx Morrison, at 

nine weeks old, 

appears to be die 

youngest Amigan. 



New Amiga Companies 

Todor Fay, 

of Blue Ribbon Bakery 

kept everyone well fed 

with homemade cookies. 



Amiga Hardware? 

Paul Montgomery 

With NewTek, Inc.'s 

newest hardware? 
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Show Floor Excitement 

On the show floor there was enough excitement to keep all the Amiga enthusiasts 
happy. Hardware vendors sported faster and larger hard drives, new accelerator 
cards, and special networking equipment, while software developers rolled out 
their newest games, development languages, and productivity packages. Several 
dealers were offering better-than- average prices on software and hardware. 

Great Valley Products Inc. once again occupied one of the largest booths, with 
a very classy, high-tech look, GVP was demonstrating numerous hard cards, 
including their removable media drive and two of their '030 board models 06 and 
25 Mhz.). Company officials announced the new 68030 board w r ith a 33 Mhz chip 
for delivery in 1 to 3 months. A 32 Mhz version was demonstrated which 
completed generating a complete hi -res ray-tracing in under 15 minutes. (The 
wireframe popped up in 3.14 seconds, while the scanline paint mode took a 
blazing 1 minute flat.) Also shown was their 150 meg streaming tape drive, which 
runs at 6 megs/minute and has three backup modes, including UNDC/tar. 



The excited people from Ready Soft, Inc. were demonstrating their AMax 
Macintosh Emulator™ and showing demos of their new Amiga game, Space 
Ace, due for release by year's end. They also talked about Version 2 of the AMax 
which is scheduled to have hard drive support and possibly even AppleTalk 
support. (For additional AMax information, please refer to Interactive Video 
Systems.) 

Interactive Video Systems demonstrated their Trumpcard products, as well as 
a shareware AMax patch that gives hard-drive suppon with their Trumpcard 
(utilities should be available for this in about a month.) The package looked 
extremely smooth during their demonstration on a 2000 with hard drive, flicker 
Fixer™ and a Zenith flat-screen monitor. This set up can run most Mac programs 
including HyperCard. They also showed a RAM card for their TC 500 which will 
take 256K or 1 meg Simms for a total of up to 4 meg. 

NewTek, Inc. had a pre-programmed demo of their Toaster™ running during all 
three days of the show (still no hands-on demos.) With their Demo Reel 2 and the 
new Digi-Paint 3, NewTek had one of the largest and most impressive booths. 
The newest "unofficial" release for the Toaster™ is the first of the year. 

Micro Momentum, Inc., manufacturers of the Journeyman (the first portable 
Amiga), demoed their telecommunications tutorial software, TeleTutor, along 
with Momentum Check, a checkbook management program. For Amiga gamers 
there was the Uzzi Interface; a joystick adapter that accelerates the firing rate for 
some of the most exciting game action we've seen. 

The nice folks at the Zuma booth were demonstrating their new TV Text Pro™ 

which will probably be released by the time you read this. We were shown some 
remarkable titling effects including embossed wallpaper which can be locked into 
place so you can tide over. Fonts can be extruded in 3D to adjustable depths. 
Other effects include glint, cycling, cast, drop, and transparent shadows. It can use 
any fonts, including Colorfonts. 

Daniel Ten Ton of Digital Animation Productions in Boston, Mass. 
demonstrated his Amiga-based video transputers. According to Daniel, once 
their is a finished manufactured board, a special version of Turbo Silver will be 
written for his machine. The processing speed of the transputer can be increased 
by adding more processing boards. Rendering speeds of one frame per minute 
can be achieved with the proper ray-tracing software. 

Elan Design had a small booth, but they drew a big crowd with demos of their 
Invision video effects system and Performer. 
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Sierra on Line was showing Space Quest m, Leisure Suit Larry n, Silpheed, 
Police Quest II, and the newest King's Quest all of which will be released for 
the Amiga in November. 

Perky Melissa Grey, President of Blue Ribbon Bakery, and Todor Fay put on 
their baker outfits and roamed the crowds with large baskets of home -baked 
cookies, blowing the diets of all. At their blue-ribboned Amigas, they 
demonstrated their Wbol What! When! Where! organization software. Melissa, 
a musician herself, demonstrated and discussed their forthcoming Bars and 
Pipes (due in October), which she describes as the first object-oriented music 
system. She says mat it deals wiih music , not MIDI-information. According to 
Melissa, "y° u provide the creativity... we provide the musical knowledge!" 

CMI showed their processor/accelerator board, as well as their new multiport 
networking board, which is AppleTaik™ compatible. The engineers on duty in 
the booth said that a few file-protocol software handlers were needed to make 
die network fully compatible widi Macintoshes, but die system was working fine 
with direct connections to Amigas. 

Mindscape, demonstrating their various games, announced the August release of 
their newest Fiendish Freddy's Big Top o* Fun. 

Sylvester Lee of Lee Software seemed to draw a lot of attention with his new 
Total Control Diet software, which not only helps Amigans keep fit and trim, 
but keeps track of the calories and nutrition of what you eat, with the help of a 
database of over 2400 foods. 

Supra Corporation was showing their RAM boards, modems and hard drives. 

VidTech International demonstrated their new Scanlock genlock, announced 
as a broadcast-quality output device at a consumer price. 

Central Coast Software, makers of Quarterback, showed their latest: Mac 2 
Dos, a file transfer utility which lets you read and write Mac disks on your 
Amiga. 

A real standout of the Expo was the Intuitive Technologies booth. Mike 
Lehman, creator of ULTRACARD, was showing off his product all weekend with 
the help of Jay Miner, who seemed truly fascinated by the program. Lucky 
attendees were able to have their ULTRACARD purchases autographed by Jay. 

Two of the largest booths at the show belonged to retailers. Dr. Oxide was there 
with his Comp-U-Save team, while Frank Khulusi was there with his crew from 
Creative Computers of California. Both booths were packed for most of the 
show. 

Bob Maudzinsky from Mindware, makers of PageFlipper Plus F/X and Page 
Render 3D showed these products and discussed their upcoming Page Sync a 
music synchronization program. 

Psygnosis Ltd. made a few whispered promises about future Amiga products to 
be made available in October and November. Their booth was crowded with 
the array of tides they currently publish. 



Thank You Chicago! 

Amazing Computing collected $5/4.34 in contributions (in exchange for the 

current copy of AC) to be given to the American Cancer Society of Chicago. 

For more information on vendors' products or announcments, please use the 
inquiry numbers on pages 60 and 6l, and circle them on the Reader Service Card 
by page 96. 
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Amazing Interviews 
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A Conversation with Jay Miner 



by Steve GiUmor 

The 1989 AmiEXPO in Chicago was 
a study in contrasts. The number of 
vendors seemed down a bii from the 
previous show in New York, yet the 
attendance was strong. There were a few 
new products exhibited, including 
several hardware and software develop- 
ments that filled crucial holes in the 
Amiga's supersDuccure, 

The advance of ARexx in the 
Amiga env ironment was signalled by the 
release of Digi-Paint 3, the first presenta- 
tion of Mindware's TASS ARexx-driven 
application operating system, and the 
launching of Ul:raCard. Much will be 
written and discussed about Ultra Card 
and hypermedia in the coming months, 
but AmiEXPO Chicago '89 will go down 
as the event at which the promise of an 
easy-to-use, multitasking, ARexx-friendly 
Amiga was realized. 

Nowhere was this driven home 
more clearly than at the UltraCard booth, 
where the architect and team leader of 



the Amiga's pioneering hardware design, 
Jay Miner, was stationed. Waves of fans 
clustered around "Padre" (as he is known 
on PI ink and other networks), getting his 
autograph and words of wisdom on the 
state of the Amiga, Afterwards, Jay and I 
sat down and tried to put things in 
perspective: 

AC: How did this AmiEXPO feel to you? 

Jay: It seemed a little smaller than last 
year — physically that is. I didn't really get 
time to wander around. I was too busy 
in the UltraCard booth. 

AC: 1 am certainly interested in your 
UltraCard thoughts. But before that, I'd 
like to know how you feel about the 
current state of tilings on the Amiga? 

Jay: I still think it's the best computer 
around in the home PC class. However, I 
am still bothered by the lack of advertis- 



I 



The "Father of the Amiga 1 ' was on hand at 
AmiEXPO Chicago to meet with Amiga zealots 




ing of it as anything else than an artist's 
machine- 

AC: Do you f^^l it can compete effec- 
tively at the work-station level? 

Jay: Certainly, it is architecturally a 
superior machine. We still don't have the 
software base of the others, but that is 
rapidly catching up. 

AC: Are the others catching up to us in 
hardware? 

Ja\': In specs and appearances they are, 
but from what I hear the graphics and 
animations and sound are all bottlenecks 
that are slow and cumbersome. 

AC: What kinds of programs would you 
like to see advertised more? 

Jay: They need to show programs like 
PageStream, City Desk, Superbase and 
WordPerfect as being used, and better on 
the Amiga, because of the superior 
windows and multitasking. 

AC: What is your basic configuration? 

Jay: 1 have a 2000, with a GVP SO MB 
hard card, and an 8 MB memory card, 
with 4 MB loaded. Also, I have a 
flickerFixer, which I can't overrecom- 
mend, and a beautiful Zenith flat-faced 
monitor that has the most lovely colors 
and contrast' 

AC: WTiere do you see holes in Amiga 
software? 

Jay: Oh, good question, [Pause] There 
was a big hole in the HyperCard area but 
that is now being filled by UltraCard. I 
hear that the desktop publishing is 
slightly inferior to others, but it is still 
very useful. 
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AC; Okay, let's talk about the HyperCard 
area. Why do you feel that's such an 
important type of program? 

Jay: Because it allows "non-program- 
mers" to construct Graphics "shells" that 
can access and control other programs 
without having to learn a language like C 
or M2. 

Going back to die subject of flickerFixer 
for a moment, I would like to recom- 
mend that Commodore install one with 
the Zenith flat-faced monitor in every 
dealer's store in the United States — 
especially at shows. 

AC: With UltraCard as a front end? 

Jay: Really! UltraCard should be given 
out with each Amiga like the Mac does. 
It makes a tremendously good-looking 
display, and will sell more Amigas man 
anything else I can think of. 

AC: How did you get involved with 
UltraCard? 

Jay: I was at a FAUG [First Amiga Users 
Group] meeting a month ago, and Mike 
[Mike Lehman > author of UltraCard] 
demonstrated it there. After the demo, all 
anyone could ask was, "Yes, that's nice, 
but what does it do?" 

I could see he needed some help, so I 
offered to help him improve his Demo 
and tutorial, Then he said he needed 
help at the AmiEXPO booth, so I worked 
with his program for a week, to become 
familiar with il t and went to Chicago to 
help in the booth. 

AC: What feedback or comments did you 
get from people at the show about 
UltraCard? 

Jay: Most people said it was about time 
the Amiga had a version of HyperCard. 
Others still complained about the demo, 
which we didn't have time to improve 
much. It was hard to explain that the 
graphics were only an example of what 
could be done, and not pan of the 
program itself. 

AC: Jay, you have been quoted in the 
past as being quite concerned about the 
continued survival of the Amiga. As the 
"Father of the Amiga", how do you feel 
today? 



Jay: I feel Commodore should try harder 
to support the developers, and not to 
compete with them so much. Also, I am 
very concerned with the present trend to 
advertise the Amiga solely as an artist's 
machine, and neglect the great programs 
in desktop publishing, word processing, 
spreadsheets, and database management. 
They are building up the impression of 
die Amiga as a graphics computer only, 
and that hurts die long range marketing 
of the Amiga very much. 

I like the hardware work they have been 
doing, the 68020 and '030 cards, and the 
new machines. I just hope they are 
working on a complete revision of the 
chip set, done in CMOS, with full 32-bit 
chip address range. It can be done now 
with the new chip design rules, and 
would result in a chip set that would 
make a lovely portable downstream. 

AC: Can you give us some examples of 
what UltraCard stacks can be, and need 
to be, constructed? 

Jay: There is one example that comes to 
mind. Imagine an exhibition hall filled 
with Amigas (well, 10 to 20), that each 
show a map of all the exhibits, with 
icons for their locations (among the 
potted palms.) Now imagine clicking on 
an exhibit icon and having a picture of 
the exhibit pop up, with speech describ- 
ing the exhibit, and then clicking on the 
people in the picture, and having the 
summary of the person shown, and 
clicking on boxes, that bring up details 
of die exhibit. 

AC: What do you tell people are the 
advantages of UltraCard? 

Jay: The main advantages of UltraCard 
are also the advantages of die Amiga, 
such as real multitasking, ARexx interfac- 
ing and, of course, also the color 
graphics, speech, and sound. ARexx is an 
Amiga Rexx language diat allows 
programs like UltraCard to talk to each 
other and control each otiier. If you have 
the ARexx libraries in your Libs directory 
dien UltraCard can act as a Graphics 
shell to control and exchange data with 
any other program running simultane- 
ously. This is why ARexx and the 
Amiga's multitasking make UltraCard 
such a powerful tool, and it's much 
easier to program a graphics controller 



using UitraTalk than C or M2. 

AC: More powerful than HyperCard? 

Jay: Yes, much more powerful. Hyper- 
Card has neither multitasking, nor ARexx, 
not to mention color and multiple 
resolutions. 

AG So instead of a subset of several 
programs* features, you can have the 
access to a superappiication of the best 
of all worlds — 

Jay: Yes, that's right. One application I 
would like is to use it to design a 
graphics controller for a dialer that pulls 
data out of MicroFiche Filer (another 
ARexx-interfaced program) and does 
autodialkig for me. 

AC: It's available! [See 'Adventures In 
ARexx" in Amazing Computing V4.6J I 
will send you the ARexx macros — 

Jay: Great, thanks. 

AC: After I tack UltraCard on top of it, 
unless you do it for me, Jay. 

Jay: So you can do a custom dialer 
controlled with UltraCard. Also UltraCard 
has built-in UitraTalk, like HyperTalk. 

AC: Yes, Mike Lehman kept the two 
languages similar enough diat UltraCard 
users could take advantage of the many 
books and stacks available using 
HyperCard. 

Jay: Yes, diat similarity will allow 
someone to do a future translator. 

AC: On a personal note, how is your 
healtii? 

Jay: I am generally in good health, 
except for this darned cold I caught here 
in Chicago. Completely lost my voice. My 
new kidney that my sister gave me is 
working fine, I have been swimming and 
water-skiing on my boat in the delta for 
months now, and feeling great. 

AC: Do you anticipate being more active 
in the Amiga community again? 

Jay: Oh definitely. I hope to find work 
one of these days in that community, and 
I am presently very active in networking 
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Zorro II 
Prototyping Board 

Over 4400 Plated Holes on a 0.1" Grid. 
Gold Plated Edge Connector. 
"D'-type I/O Connector Pattern. 
Accepts 64 Pin DIPs and 14x14 PGAs. 
Low Inductance Power and Ground 

Pattern for High-Speed Designs. 
Designed for Maximum Flexibility. 
Includes Mounting Bracket. 

To order, send: 

check or money order for $49.95 * 

local sales tax (California only) + 

shipping & handling (US: $3,00, Foreign: $6.50) 
in US dollars to: 

Celestial Systems 

Suite #165 

Box J 

Manhattan Beach, CA 90266 

(213)372-1229 



Circle 112 on Reader Service card. 

in the Amiga community. People ask me, 
"What kind of next computer would you 
build?" and I say, "If I had such a great 
design in my head (which I might have) 
why should I tell the world?" 

AC: But you'll tell me though — 

Jay: Maybe not the truth! 

AC: So help you God? 

Jay: Isn't that the same as telling the 
world? 

AC: Of course. Is there anything else you 
would like to pass along to the Amazing 
Amiga Community, Jay? 

Jay: Oh yes, I would like them to 
"advertise" the Amiga. Do this by buying 
an extra copy of an Amiga magazine, 
like Amazing, and leave one — only one 
per Amiga fan is needed to saturate — in 
every doctor's office and waiting room in 
the country. If Commodore won't do it, 
we have to. Or use your old copies of 
such magazines if you can bear to part 
with them. OK? 

AC: OK. 

AC: Jay, thanks for talking with us, and 
keep in touch, OK? 

Jay: I sure will — on Plink, CompuServe 
and PORTAL. 

•AC- 
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ABACUS SOFTWARE 

5370 52nd Street 
Grand Rapids, MI 49508 
(616)698-0330 

Inquiry #206 

AX.E. 

P.O. Bos 591 
Oak Forest, IL 60452 
(312)687-7788 
Inquiry #201 

ADVANCED GRAVIS 
COMPUTER TECHNOLOGY LTD. 

6894 Palm Avenue 
Bumaby. BC V5J 4M3 Canada 
(604) 434-7274 
Inquiry #208 

AMERICANPEOPLE/UNK 

165 N. Canal, Suite 650 
Chicago. IL 60606 
(312)648-0660 
Inquiry #209 

AMUSE, NEW YORK AMIGA USERS 

151 1st Avenue, Suite 182 
New York, NY 10003 
(212) 460-8067 
Inquiry #210 

BLUE RIBBON BAKERY 

1248 Clairmont Road, Suite 3D 
Atlanta. GA 30030 
(404) 377-1514 
Inquiry #211 

CLTD. 

723 Hast Skinner 
Wichita. KS 67211 
(316)267-3807 
Inquiry #212 

CAIJFORNIAFREEWARE 

1747 East Avenue Q, Suite A-3 
Palmdaie, CA 93550 
(805) 273-0300 
Inquiry #213 

CENTAURSOFTWARE 

14040 Tahiti Wav, Suite 528 
Marina Del Rav, CA 90292 
(213)821-5995 
Inquiry #214 

CENTRAL COAST SOFTWARE 

424 Vista Avenue 
Golden, CO 80401 
(303) 526-1030 
Inquiry #215 



CHICAGO COMPUTER SOCIETY 

P.O. Box 8681 
Chicago, IL 60680-8681 
(312)794-7737 
Inquiry #216 

COMP-U-SAVE 

414 Maple Avenue 
Westburv, NY 11590 
(516)977-6707 
Inquiry #217 

CREATIVE COMPUTERS 

4453 Redondo Beach 
Lawndale. CA 90260 
(213) 370-2009 
Inquiry #218 

DIGITAL ANIMA HON PRODUCTIONS 

79 Mount Vernon Street 
Bosion, MA 0210S 
(617)720-2038 
Inquiry #219 

DIGITAL WORLD 

711 Armv Trail Road 
Addison," IL 60101 
(3 12) 543-9000 
Inquiry #220 

ELAN DESIGN, INC. 

1 1 Upper Terrace, CH 
San Francisco. CA 941 17 
(415)621-8673 
Inquiry #221 

FOX VALLEY AMIGA USERS GROUP 

MOB West Briarcliff 
Boiingbrook, IL 60439 
(312)887-2303 
Inquiry #222 

FULLER COMPUTER SYSTEMS 

P.O. Box 9222 
Mesa. AZ 85201-0430 
(602) 835-5018 

Inquiry #223 

GATEWAY AMIGA USERS GROUP 

P.O. Box 811 
Brtdgeton, MO 63044 
(314)739-5181 
Inquity # 224 

GRAFX COMPUTING 

1140 Post Road 
Fairfield, CT 06430 
(203)255ol66 
Inquiry # 225 
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Vendors, Distributors, 
and Users Groups 




GREAT VALLEY PRODUCTS 

225 Plank Road 
Paoli, PA 19411 
(215)889-9411 
Inquiry # 226 

HAI1EX RESOURCES 

208 Carrollton Park, Suite 1207 
Carrollton, TK 75006 
(603)881-7518 
Inquiry #221 

INNERPRISE SOFTWARE, INC 

128Cockeysvilie 
Hunt Valley, MD 21030 
(301)785-2266 
Inquiry #228 

INTERACTIVE VIDEO SYSTEMS 

15201 Santa Gertrudes #Y102 
La Miranda, CA 90638 
(714)944-4443 
Inquiry #229 

LAKE FOREST LOGIC, INC. 

28101 E. Ballard Road 
Lake Forest, IL 60045 
(312) 81&6666 
Inquiry #230 

LATTICE, INC 

2500 S. Highland Avenue 
Lombard. IL 60148 
(312)916-1600 
Inquiry #23 J 

LEE SOFTWARE 

■ 2881 Stoneridge Drive. 
Garland, TX 75044 
(214) 530-5337 
Inquiry #232 

MEMORY AND STORAGE 
TECHNOLOGY 

3881 Benatar Way, Ste. E 
Chico, C\ 95928 
(916) 342-6278 
Inquiry #233 

MICRO ED ENTERPRISES, INC 

444 N, Orleans Street Suite 250 
Chicago, IL 60610 
(312)245-0066 
Inquiry #234 

MICRO MOMENTUM, INC 

100 Brown Avenue 
Johnston, RI 02919 
:: (401) 949-5310 

Inquiry #235 



MICRO SYSTEMS INTERNATIONAL 

1143 Monroe Street 
Carleton, Ml 48117 
(313)654-8402 
Inquiry #236 

MICRO-SYSTEMS SOFTWARE 

12798 Forest Hill Blvd. Suite 202 
West Palm Beach, FL 33414 
(407) 790-0770 
Inquiry #237 

MICROSEARCH 

9896 Southwest Freeway 
Houston, TX 77074 
(713) 988-2818 
Inquiry #238 

MICROTECH SOLUTIONS, INC 

991 A Aurora Avenue 
Aurora, IL 60505 
(312)892-3551 
Inquiry #239 

MINDSCAFEINC 

3444 Dundee Road 
Northbrook, IL 60062 
(312)480-7667 
Inquiry #240 

MINDWARE INTERNATIONAL 

110 DunlopW Box 22158 
Barrie, ON L4M 5R3 Canada 
(705) 737-5998 
Inquiry #241 

NEWTEK 

115 W. Crane Street 
Topeka, KS 66606 
(913)354-1146 
Inquiry #242 

PSYGNOSIS,LTD. 

P.O. Box 483 
Addison, 11 6010 1 
(312)620-4444 
Inquiry # 243 

READYSOFTINC 

30 Wertbam Court, Unit 2 

Richmond Hill, Ontario L4B 1B9 Canada 

(416)731-4175 

Inquiry #244 

SHARP ELECTRONICS CORPORATION 

Sharp Plaza 
Mahwah,Nj 07430 
(201) 529-9500 
Inquiry #245 



SIERRA ON-UNE 

P.O. Box 485 

Coarsesold, CA 93614 
(209)^83-6858 
Inquiry # 246 

SOFT-LOGK PUBLISHING CORP. 

11131 F South Towne Square 
St. Louis, MO 63123 
(314)894-8608 

Inquiry #247 

SPIRT! TECHNOLOGY CORP. 

220 W. 2950 South 
Salt take City, UT 84115 
(801)485-4233 
Inquiry #248 

SUPRA CORPORATION 

1133 Commercial Way 
Albany, OR 97321 
(503)967-9075 
Inquiry #249 

TRANSACTOR/AMIGA USER 

85 West Wilmot ST, Unit 10 
Richmond Hill, ON L4B 1K7 Canada 
(416) 764-5274 
inquiry #250 

VIDTECH INTERNATIONAL 

2822 NW 79th Avenue 
Miami, FL 33122 
(305) 477-2228 
Inquiry # 25 J 

VISIONARYLTD. 

45 Whithorn Crescent 

North York, ON M2T 3B1 Canada 

(416) 497-0833 

Inquiry # 252 

WORDPERFECT CORPORATION 

1555 North Technology Way 
Orem, UT 84057 
(801) 225-5000 
Inquiry # 253 



XETEC, INC 

2804 Arnold Road 
Salina, KS 67401 
(913)827-0685 
Inquiry # 254 






ZUMA GROUP 





6733 North Black Canyon Highway 
Phoenix, AZ 85015 
(602) 246-4238 
Inquiry # 255 
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Walk All Over 
Your Amiga 



by Nicholas Ciraselia 

When people refer to graphics and animation on the 
Amiga, they invariably refer to blitter operations. The blitter is 
the workhorse for many graphics library routines like Bobs and 
VSprites. Instead of accessing die blitter directly, many programs 
utilize the Gel graphics routines, which in turn make use of the 
blitter. 

[ find that many beginning and intermediate programmers 
would like to incorporate moving images or animation into their 
programs, but they are put off by the many complicated aspects 
of Gel routines. The thought of initializing Gel structures, setting 
Bob pointers and flags, and sorting and drawing Gel lists is 
enough to discourage all but the most ardent of developers. 

As an alternative to the more complicated Bob animation 
routines, there are some very simple blitter routines in the ROM 
graphics library which allow direct access to the blitter's ability 
to transfer data. Taking advantage of this fact, I would like to 
present a programming example in Benchmark Modula-2 which 
will show how the blitter can be used to produce simple cell 
animations. This sample program illustrates techniques you can 
use to make the animated figure of a man walk across your 
screen. 

About the blitter 

The blitter is a special graphics processor designed to 
move data around in memory. In this example, you will be 
moving data (pixel images) from a bitmap to your RastPort 
(drawing area). The blitter routine BltBitMapRastPort (which will 
be discussed later) will do this job for you nicely. Other useful 
blitter routines include BltBitMap, which is used to copy image 
data between bitmaps, and ClipBlit, which is used to copy 



I 



Figure One: 

Body positions that make up a simulated 
walking motion. 




Simple Cell Animation In Modula-2 

image data between RastPorts, These routines can all be 
imported from the Blit Module found in the M2L directory 
supplied with your Benchmark Modula-2 system. 

Cell animation 

For those of you who do not know what cell animation is. 
a quick explanation is in order. In short, it is a method of 
animation in which multiple images are quickly overlapped on 
top of one another. Since each cell image is slightly different 
from the one before it (e.g., an arm may be raised slighdy 
higher), an illusion of motion is produced. The most common 
examples of this type of animation are cartoons and children's 
books in which a picture is drawn at the top right corner of 
every page. Flipping through the pages generates a short 
animation sequence. This method of animation is perfectly 
suited for the Amiga, as the blitter is designed to move images 
quickly. 

To run the sample program, you will first need to create 
some cell images with a paint program. Start by turning on die 
Coordinate Display feature of your paint program. Then, on a 
320 x 200 resolution screen, draw a hollow rectangle in the 
upper left-hand corner with dimensions of 300 x 91 pixels. 
Next, draw vertical lines through the rectangle, spacing them 
exactly 15 pixels apart. This should leave you with four adjacent 
boxes (cells) of equal area. Before continuing, check the 
coordinates of each one. The coordinates of the top left corner 
of Cell 1 (not to be confused with the top left corner of the 
border you drew) should be (1, 1), while those of the bottom 
right corner should be (74, 90). 

To create your animated figure, draw it first in Cell 1. 
Next, cut this image, copy it into Cell 2, and alter it appropri- 
ately. Repeat these steps, copying the newly altered image into 
Cell 3 and altering it yet again. After performing the same 
operations between Cells 3 and 4, you should be left with a 
different image in each of the four cells. Be sure to leave at least 
5 pixels of blank background to the right of die image in each 
cell; this spacing will be necessary when you later animate your 
figure. Figure 1 illustrates the body positions that make up a 
simulated walking motion. 

You may either save your set of cells as a picture file or, 
to conserve disk space, cut the set and save it as a brush. The 
sample program requires the file to be named Cells.pic and 
expects to find it in die current directory at execution time. 

The source code 

The sample program CellAnimations.mod consists of only 
three procedures. The first procedure, Initialize, is used to load 
your cell images into a bitmap (CellBM, in our example) for 
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storage. It also opens your screen and window. The RastPort 
and ViewPort pointers are set to point to the proper places 
while the LoadRGB4 routine is called to load the palette of our 
cell-image file into the current ViewPort. 

The second procedure, DrawMan, is the routine that 
handles the actual cell animation. It renders each cell in 
sequence, proceeding from Cell 1 to Cell 4, and then back to 
Cell 1 to repeat die cycle. The important variables in this 
procedure are CeilLength, which is set to a value equal to the 
width of your cells (in pixels) plus one (remember, if you 
change the size of your cells you must change this value 
accordingly); CellPos, which holds the cell number currently 
being rendered; SourceX, into which the calculated X- coordinate 
of each cell rectangle is placed; and Xoffset, which is the X- 
coordinate of the current cell to be drawn. 

The Drawman procedure begins with a loop that moves 
your figure across the screen twice. 

SetRast(rpA f O); 

renders background pen into every pixel of your screen, 
effectively clearing the viewing area. 

FOR i :- 1 TO 36 DO 

is the loop that controls how many times your cell images are 
drawn. 

INC(CellPos,l); 

loops through the number of the current cell to be drawn. 

INC(Xoffset,-5); 

subtracts 5 from the X-coordinate of the last cell drawn. To 
experiment widi varying the increments of your animation, try 
subtracting values higher and lower than 5. 

IF CellPos=5 THEN CellPos- 1; END; 



cycles back to Cell number 1 when the last cell Is reached. 

SourceX- (CellPos-1) * CellLength + 1; 

calculates the X-coordinate of the start of each cell. CellPos 
contains the number of die cell to be drawn. 

WaitBOVP(vpA) is called just prior to the calling of the 
blitter routine. This routine is used to synchronize the reading of 
your image with the screen-updating feature of die Amiga. 
Calling this routine will help prevent the image of your ani- 
mated figure from flickering. 

Finally, there is die BltBitMapRastPort routine. It takes the 
following form: 

BltBitMapRastPort(VAR SourceBM : BitMap; SrcX, SrcY : 
INTEGER; VAR DestRP : RastPort; Destx, DestY : INTEGER; 
SizeX, SizeY : INTEGER; minterm : MinTermFlagsSet); 

SourceBM is our source bitmap which we will load into 
our image containing our animation cells; SrcX, SrcY is die X-Y 
coordinate offset into die source bitmap; DestRP points to your 
destination Rastport; DestX, DestY is the X-Y coordinate offset 
into your RastPort; and minterm is the value defining the type of 
image drawing you want (a value of 192 decimal will oroduce a 
vanilla copy). 

Now, take a close look at each parameter as it is used in 
the program. Descriptions are contained within brackets: 

BltBitMapRastPort(CellBM [the bitmap you loaded your cell 
into], SourceX [the calculated X-coordinate of cells from your 
source bitmap], 1 [die Y-coordinate of cells from your source 
bitmapl, rpA [the pointer to your RastPort], Xoffset [the counter 
of the X-coordinate to place the current cell onto your RastPort], 
50 [the Y-coordinate to place the current cell onto your 
RastPort], 74 [die length of each cell], 90 [the width of each cell], 
and MinTermFlagsSet(192); [function that does an exact copy of 
source onto destination when given a value of 192]. 





Elf en magic. Four frames of cell 
animation drawn in your favorite 
paint program. 
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Corrections 



A number of errors and inaccuracies appeared in the 
article Exploring Amiga Disk Structures (V4.6). The 
article's author, David Martin, provided us with the nee- 
cesary corrections and clarifications. The following are 
the corrections were brought to our attention: 

A math error: 4,294,967,295 is the maximum value that 
can be stored in a 32-bit word (p. 59). 

AmigaDOS disks use 1760 blocks, not 1758. Blocks zero 
and one are reserved by AmigaDOS for the AmigaDOS 
boot blocks. The first disk block available for user data is 
block two (p. 59). 

Unused slots in the bitmap table are set to one, not to 
zero (p. 59). 

The bitmap information is not stored in the root block, 
but in separate disk blocks. The bitmap portion of the 
root block contains pointers to these blocks (p. 60). 

File notes are stored in a file header block and each 
subdirectory's user block. They cannot be squeezed into 
the user directory blocks (p. 60). 

Each block's checksum is used to tell AmigaDOS 
whether the data is good when it is read later. It can be 
calculated easily: sum all the words in the block, ignore 
overflow, and subtract the result from zero. The 
resulting value — which should be zero if the data is 
good — replaces the initial zero in word five (p. 59). 

The Archive bit, which tells the user that a file has been 
changed, tells backup programs whether the current 
version of a file has been backed up, The Script bit 
allows an AmigaDOS batch file to be executed without 
the user having to issue the EXECUTE command from 
CLI (p. 60). 

Parent directory pointers are used by AmigaDOS for 
stepping back one level toward the root directory. Word 
124 in the file header block points to the next entry in 
the hash chain. Word 125 in the same block points to the 
parent directory of the file (p. 60). 

In the Inside ULTRACARD article (V4.7) and in subse- 
quent references to it in later issues, we referred to 
ULTRACAKD as the first HyperText for the Amiga. We 
were incorrect in that THINKER, distributed by Poor 
Person Software, was actually the first Hypertext for the 
Amiga. Although both programs use Hypertext, the 
main difference between them is that THINKER is text- 
oriented, while ULTRACARD is graphics-oriented. 

We apologize for these errors and any difficulties or 
inconveniences they may have caused. 



When this command is used, it creates a vanilla copy the same 
size and shape as your ceil rectangles. The background color 
(pen 0) of each cell is drawn over any image on the screen, 
totally "erasing" it 

In this example, each cell is drawn 5 pixels to the left of 
the previous cell. This shift gives the illusion of motion, whereas 
the cycling of cells gives the illusion of animation. When you 
created your cells, you left at least 5 pixels of background data 
on the right side of each cell, so that the only part of each cell 
not overlapped by the overlaid cell would be imageless 
background data. 

The last step in the DrawMan procedure is a loop that 
slows down the cell renderings long enough for you to view 
each image properly. 

ShutDown, the third — and final — procedure, simply frees 
the memory allocated for your bitmap, which contained your 
cell images. The window and screen are then closed and the 
program terminates. 

Possible enhancements 

This sample program is a simple one, and it could easily 
be modified to include routines for background restorations. In 
many instances, a background picture — which should not be 
altered by your cell renderings — will be drawn into your 
screen's bitmap. In order to retain background image integrity, 
copy the rectangle of background data — where your first cell is 
to be placed — into a temporary bitmap. Your first cell is drawn 
into the rectangular screen area you just copied. To animate 
your figure properly, the background data is then rendered back 
into the screen's bitmap and the process is repeated for all the 
cells of the animation, (If you animate an object that does not 
require your moving it across the screen — such as a rotating 
planet or a windmill — then you need not be concerned with 
background restoration.) 

This small sample program provides just a glimpse of how 
you can use blitter commands to perform various types of 
graphics animation. I suggest experimenting with this source 
code to learn more. Try changing the values of the mintemi in 
the BltBitMapRastPort routine to see what they produce. Before 
you know it, you'll be walking all over your Amiga! 



Listing One 





:******************* 



************************* 



Cell Animations Nicholas CiraseUa 

Compiled with Benchmark Modula-2 

* 

This is a sample program to illustrate blitter 
commands to animate a figure across our screen 
***************************************************** 



MODULE CellAnimation; 

FROM AmigaDOS IMPORT Mode01dFiIe,FileHandle, Open, Close; 

FROM Blit IMPORT BltBitMapRastPort, MinTeonFlagsSet ; 

FROM Graphics IMPORT BitMap, BitMapPtr; 

FROM IFF IMPORT IFFDone,* 

FROM Intuition IMPORT ScreenPtr, CloseScreen, WindowPtr, 
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CloseWindow,WindowFlagsSet, WindowFlags, 
ScreenFlags, ScreenFlagsSet; 
FROM Rasters IMPORT RastPortPtr, SetRast; 
FROM ReadPict IMPORT ILBMFrame, ReadPicture; 
{* ReadPict is a module from the IFF Libraries *) 
FROM RemAlloc IMPORT ChipAlloc, RemFree; 
FROM SimpleScreens IMPORT CreateScreen, ScreenBitMap; 
FROM SimpleWindows IMPORT CreateWindcw, WindowBitMap; 
<* SimpleScreens /SimpleWindows are from the Simplified Amiga 
Library Module *) 

FROM SYSTEM IMPORT ADR; 

FROM Terminal IMPORT WriteString, WriteLn; 

FROM Views IMPORT ViewPortPtr, LoadRGB4 r WaitBOVP; 

CONST 

{* main window flag definitions *) 

WinFlags - WindowFlags Set {Activate, Borderless J; 

VAR (* these are Global variables *) 



winPtr : Window? tr; 

CellBM : BitMap; 

scr : ScreenFtr; 

rp : RastPortPtr; 

vp : ViewPortPtr; 



* pointer to window structure *) 

* bitmap to contain cell images *) 

* pointer to screen structure *) 

* pointer to Rast Port structure *) 

* pointer to View Port structure *) 



j**********************************************************) 

PROCEDURE Initialize; 
(a*********************************************************) 

VAR 

FHandle : FileHandle; {* contains info to open our file*) 
frame : ILBMFrame; (* contains info about our file's 

ColorMap *) 

BEGIN 

(** Load cells of walking man **) 
FHandle := Open (ADR Tcells. pic" > , ModeOldFile) ; 
IF FHandle # NIL THEN 

IF ReadPicture (FHandle, CellBM, frame, 

ChipAlloc) = IFFDone THEN END; 
Close (FHandle) t 
ELSE 

WriteString ("Can not load IFF file"); WriteLn; 
HALT; 
END; 

scr := CreateScreen(32Q,200,5,NIL); (* low res screen*) 
winPtr := CreateWindow (0, 0, 320, 200, NIL, WinFlags, 
NIL, scr, NIL) ; 

rp :*■ winPtr A .RPort; £* set up RastPort pointer*) 
vp :» ADR (scr A .Viewport) ; (* set up viewport pointer*) 

LoadRGB4(vp A , ADR (frame. color Map) , SIZE (frame. colorMap) ) ; 
(* this sets our viewport to contain the same pen 
colors as used in the cell IFF file *) 
END Initialize; 

fit*********************************************************) 
PROCEDURE DrawMan; 

VAR 

SourceX, i, loop, CellPos,Xoff set, j : INTEGER; 

CONST 

CellLength = 75; (* width of each cell + 1 *) 

BEGIN 
FOR j := 1 TO 2 DO (* move our man across screen twice*) 
SetRast (rp A , 0) ; (* clear our RastPort *) 
CellPos:«Q; Xof fset :=220; 
FOR i:- 1 TO 36 DO 

INC{CellPos,l) ; (* CellPos contains the # cf the 

current cell to draw *) 
INC (Xof fset, -5) ; {* move man left 5 pixels each loop *) 
IF CellPos«5 THEN CellPos :«1; END; 
SourceX:= (CellPos-1) * CellLength + 1; 



Remember... 

Dedicated to the AMIGA 

Nothing but the best! 



o 




The 

Memory 

Location 



.C O M M O O O R I 



396 Washington Street 

WeUesley, MA 02181 

(617) 237 6846 

Call the AMIGA Experts! 

Authorized Amiga graphic design dealer. 

Our crew has over 30 years total combined 

experience with the Amiga! 

We ship UPS Mon. thru Fri. 

Store hours: 10-6 Mon.-Thr. 

10-8 Fri. 9-5 Sat 

Commodore authorized repair in store* 

Low flat rate plus parts. Warranty service. 



Circle 143 on Reader Service card. 

(* this calculates X coordinate for each cell *) 

WaitBOVP (vp A ) ; (* this reduces flicker of image *) 

BltBitMapRastPort {CellBM, SourceX, a, rp'", Xof fset, 50, 74, 
90,MinTermFlagsSet (192) } ; 

FOR loop S« 1 TO 20000 DO FND; 
END; 
END; 
END DrawMan; 



IT**************) 
********** *****) 



/******* ******************************* 

PROCEDURE Shut Down; 
(************************************** 

BEGIN 

RemFree (CellBM. Planes [0] > ; 

CloseWindow(winPtr A ) ; 

CloseScreen(scr A ) ; 
END ShutDown; 



(**********************************************************) 
BEGIN (*«*************■** MAIN **************************) 
/**********************«***********************************) 

Initialize; (* call routine to set up screen, window, load 
our cells, and set up RastPort and Viewport * ) 

DrawMan; (* call to routine to draw our cells *) 

ShutDown; {* de-allocate memory and close window/ screen *) 

END CellAnimation. 



•AC* 
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IVS Trumpcard Hard Drive I Trump card 500 Hard Drive 
Packages for A20OO Series I Packages for Amiga 500 



Seagate 

8T-157N 49 MEG „ _„.„ 519 DEL 

ST-177N 80 MEG „ ,..,...„. ..749 DEL 

ST-277nM 60 MEG _ .619 Da 

8T-296N 80 MEG S49DEL 

Quantum 

40 MEG SCSI Pra Drtvo 629 DEL 

BO MEG SCSI PfO Dftvo 049 DEL 

100 MEG SCSI Pro Dthro 1020 Da 

Itese His Include IVS Trump^riJ SCSI hard drive Ctrl, 
H Mi, software and del Ktry In the co nttguous USA 
Thb hJ roUroMflrnWy HI I U«a package. 



Hani Drive Cards (A-2000) 




Seagate 

ST- 1 57N-49 Meg 579 Delivered! 
ST-1 77N-60 Meg 799 Deliveredl 



-30 Meg SCSI Pro Drive 679 DELiVEREE 
80 Meg SCSI Pro Drive W DELIVERS: 
100 Meg SCSI Pro Drive 1079 DELIVERED 

THm* Pocaoaaa intkjdeTrurr 



Seagate 

8T-157N 49 MEG , 

8T-177N GO MEG ,. 



539 DEL 

...789 DEL 



Quantum 

40 MEG SCSI Pro Drive ....... 649 DEL 

60 MEG SCSI Pro Drive 969 DEL 

100 MEG SCSI Pro Drive 1049 DEL 

I toe cards include IVS Trumpcard ctrtr, mounting 
bdrt, cN. softwi. *nd FFlEE*lrwKY In She cor* 
IguousUaA. 



Modems 



Amiga 1680 Modem 98 

Avatsx 1200E 69 

Avatax 2400 .....139 

Avat8x2400e „ 109 

Avatex 9600 External NEWI 839 

Supra 240M Internal (A2000) 139 



r Trumpec»d 500 Ron Ex pond* r crvaltab**^ 
512k » 1 M|&. 2MEQ»4MEG 



Seagate super sale 



ST-125N 20 Meg - SCSI , 279 

ST-157M 49 Meg - SCSI 349 

ST-177N 60Meg -SCSI 569 

ST-225N 20 Mag -SCSI 265 

ST-251N 40 Meg - SCSI 375 

ST-277N 60 Meg - SCSI 415 

ST-296N 80 Meg - SCSI 479 



Quantum 



40 Meg SCSI Pro Drive ...529 

80 Meg SCSI Pro Drive... 899 

100 Meg SCSI Pro Drive. 929 



Seagate 

ST-157N49M*g ..„,„. 519 0*1 

ST-177N-60 Meg 749 Del 

Quantum 

40M©gSCS Pro Drive ...... 629Da 

SO Meg SCSI Pro Drtvo ...... . 94° Da 

100 Meg SCSI Pro Drive 1029 DEL 

Cord fno+umt Xetee'j DMA* Hard, outoboot POM.outo- 
t:crf|gclrc^^..2SphSCSIccy^.d'rtt.<jlitt«wrfor«KJ. 



xetec Fast Card System 

HaidDriv^Pttek- 



Seagate 

ST-157N-49Meg 699 Del 

ST-177N-60 Meg , 919 Del 

Quantum 

40Mog SCSI Pro Dftvo B19DEL 

BO Meg SCSI Pro Drive 1139 DEL 

100 Meg SCSI pro Drive I219DEL 

Syitsm JncluiekJiAdoptci* Will atltoboof ROM .enclosure. 

mortjal. RrfTft*cfaliwi)hu(m«* 4 itieUed SCS coble. 
With pcwwiupp V and tan, 



lOlOCoftipatlbto A I n r 

*Fr** D#!K/*ry to f h* Corrt kjuotj* 5*a*»* 



VIDEO PACKAGE 

PANASONIC 14(0 CAMERA 

1 6MM LENS WTTH VARIABLE IRIS 

COPVSTAND WFTH UGHTS 

DIGIV1EW GOLD 

$419 DELIVERED! 



AUTHORIZED 



COMMODORE 



GOLD DISK SCANNER 

$899 DELIVERED 

Ftm Ddvwy In tti* Conttguout 45 Kate* 



P*nasonfc1180 NEW NEW NEW. 189 

Panasonic 1191 WW NEW NEW -..229 

Panstonk 1124 NEW 21 Pin „„.„. 3M 

StarNX-1000 165 

Star HX-1000 Rainbow {color) 229 

Star NX-2400 299 



Supra 2400 Ext. Modem & Cable 

IV» Delivery to the 48 Cbntiguoui Stain 







SOOphara 


.3195 


30 Pool _ 


..„ 22.95 


A-Tolk3..., .__ 


...6495 


Advantage. Tno ,_.- M - 


.-,4595 


A/ter Byrne* 


.31.95 






AIbot Synorome , 


24 95 


ArMwrel* Realty ; C*v ... 


... 2696 


AmfcoDOS TooBcu . 


. 3695 


AnWU DecsJbn 


...2196 


Arim. 4-0 „....., -. 


.. 379 96 


ArJrr,4-DJf- . , 


8795 


AnJmEoTtaf 


.39 95 


ArirrwScinMu&fcikjri* .,. 


-,5295 


AHma1ionRoik»cop« .... 


,,4995 


Anjfnator Apprentfc e 


. 17495 


Arfv^dlbnw 


. , 2395 


AnHVhfl „ 


...249S 


Art Htexzi u»ul Deilon D*k 


..,»« 




. . 29.95 


Aitanold* .... 


IR95 


Aunt Arte AdVen, .... 


...2&9S 


Artura __, 


,.„»96 


Attack on london 


...&9S 


Awa«dWk**r 


. . 3Z«« 


Awntfnt At ado Poet 


..3Z9S 






B.A-D 


... 39.96 


Bad „,.. 


.-. 19,9S 


Bdbneeof Power 1990.. 


...31,95 




....31.95 


t*itDk,k„... 


.... 1595 


BardtTakfll — .«.„ 


M.95 


Batman .,.„ ,„„.. 


... 2A95 


Botfle Chen ,.„. 


.. 31 95 


Botfte Hawk* 1942 


_M.« 


BottetecKTheCrHkhe. 


._. 31.96 


BoudEkaadA 


30.9S 


&«rarti3 . 


— Zt« 


Bcrwc Commando ..,,.., 


.24.95 


ElackJackAcodemy - ,. 


2495 


Blood Money .„ 


... 25.95 




....25.95 


Brtde o* **» ftobot 


2495 


Oraadc oat Tllef 


. 184,95 




...22.95 




22.95 


Cakjmui _..,.,., 


„. 274.95 


Co"^DT.aGa-inn 


31.95 


Cofigori-Co«ijm« 


... 144.95 


Capons ., 


24.93 




31 95 


Contain Fk* ...... 


1995 




$129 



IVS INFINIT 40 



INFINIT40/I ..........1199 

INFINIT40S* 1299 

INFINITdOD* 1399 

* Requites ln;rrip<-nfrl or Tntrrocarrl 500 



AMIGA SOFTWARE 



Cotttm^ SonO-ga/ T*rw . . . 




i:rmtr.--Qc-VJ03j . *rt 

2100. 3195 

1 3295 

C»vDwk2,0 H4 95 

Ckj*Moii»rO«tBctt»« 2595 

Calory 31 96 

Ce*nbat Coun* ._„ 2595 

Come SffH»f 59 95 

Cent Art Dtata («ch) 20 95 

Crvital a«r 1M». .. I7.*J 

CufwBm^ 19.95 

CvberCamplw .„ „h..2I.«S 

DarkScto 24-95 

Datoft«tT»ve Pro 179-95 

Data Storm „... 24.95 

Owcrhbrr^er .„,, , . . Z4.95 

Dwfitnt**f Of 1r* Cmm 31 .95 

DHa Vy 1 c=r 2 31.95 

!W...flW.;icCo'.tr2 til 05 

D^uwrVrfntPI .._. 97.95 

t3*tu»«rTotoUib.. ., 97.95 

DnJujmPmHI 51.95 

l."**l .'.» F'TJOuCtcirt .... 12B95 

[M^nVdnVl 2 . S4 &5 

Dvman'tWtMr.... 26 95 

Dwwk 24.95 

D«ign3D - - 59,9$ 

Owkjuxiutu* ....... 30.95 

Onw AJt. D (omood Copw 3 1 . 95 

DiaMmfct „. „ 59.95 

Digk«*il3(J W.9S 

Oia^krwCoW .-, 12495 

Dlg>«rt«W — «■« 

m.no»ucOhcav*^IO< 25.95 

Dta*t2D«ik J8 95 

DaJt Matter „ 28.95 

D»kMecr*3f4: 54.95 

Ctas2 Dot 31.95 

Daubb Oaoan ..... 25.95 

Doug'i Woni AqkK^iim 4d.95 

OoaorifojCT* , - 32.95 

Oaoon'l Loir - 33*5 

Durbar, Mater , 2CW 

[>jn(jocy-Ou«f* . 31 95 

Dytvmk: Orumt -,.. 45.95 

Cari Waav«rSai«bol -. 31 95 

Corrrrtaticneri Dhk 14,95 

MLBPAStah 14,95 

ElariP*rfo(m*f .„„., 35.95 

EJrrdrator 2i. 95 

tmpir» 31.95 

Excofenct* 1 M*g ISA 95 

&cten ,.„....„„ 22.95 

&pmn Pwii 3.0 79.95 

F^OPwrturtSim .25 95 

fA/teir*«*ptor . 31 95 

Rtel .T19^, 

Favry Tate Advvn 3095 



Fa*!B*w* - 

RrtTnacb... 



„.._. CAll 
, .31.95 

ftenamhFwday" . II H 

Fr^A»wH . , ...14.95 

BwMit ™. 32,95 

rln» and tegnl 24,96 

f*oZor* 2295 

HOW Simula tar I 31,95 

FumpwnScOTciry Oik .... 19.95 

Ftaw.,.. 59.95 

Form IrtFfyit ,, , 59 95 

rbrmatbo „ 44,95 

Ffor*Pooo .... ... 7495 

fuWO«*jnDkli ,.._ 22.95 

fytuw Sound SCO 69,95 

Gatoctie Conquwcr , .2*95 

Grama wm«rCd 31,95 

GourrftetB 3195 

&««vibuio 39,96 

&FA kk 3.0 .- 97.95 

Gaidar the Ptealm ,.„.„ 24.95 

Gofaf Runnw 2 -.....„ . 24,95 

GaW»?U«h -- ... 24.95 

Ciobb» .. .. 19,95 

GiondPr*cCitg» „„., 31,95 

G-r^hitiSt.jcfo ,.3&95 

CunjHp 35.95 

Mardbal ., 2S.95 

rtortey DovUcxi - - . 31.95 

Horpoon 25.95 

Hanter Combat Slmuotar ... 31.95 

Hoavy M.toS 29-95 

t%H«or thsLan»...„ ,,..2595 

hbtelnOn. ..,„„, .„.,. 21.95 

Hate in. One - Cw» DbA ... 1 3.95 

Hoiteo^v in ■,!.■. n„n„, .29.95 

Human Orat^n D»k .... 22.95 

Hurt F» t?wd Octe*»r 31.95 

Hybri.. 24,95 

■ Spr-DtT-n 22.95 

llUdbiota- ^—... .22.95 

-rpombte Miami 14.95 

Vcfanajowi 24.95 

hrvtaorSoorh 3096 

<r*CJ«itook2 4fl95 

Vaianf Mu»ic 1395 

W*/ Font „ 59.95 

lrH.«t;hang»i .,- = 28.95 

IrtiaCad J4.95 

.59 95 
CAU 
3195 
31 95 
1495 
31.95 



Joa, 



.24,95 
.38,95 

44.95 



Koir7tenri tUbtWDd 44 95 

If rd Worc+i V2 44 95 

Kha Arthur") QumVEnral .3195 

King i Qu«r1 W , 31.95 

Kr^odorrM at EnQtand 31 .96 

Knighte of L*gf«l 31.95 

Krk:M.Thj» 31.95 

Lareetat „ _. 26.9S 



Laillfica.Tho 

Leadvboard duo pack ,. 



.... 24.95 
., . 22.95 
.... 24,95 

LEOStorrn 24 95 

LwumWlLwry 2S95 

\nkum 5*jil Lany I 31.95 

UtaandCtealh „ 31,95 

Logc^arte .184.95 

Lordt a* th»t»»^5wn 31,95 

Mac-oF^irrt 64.95 

Moaston 1.1 . 11495 

Moot Jphnjon512 24.95 



31,95 
3195 
13,95 
3195 

21,95 
19,95 



Moos Jornnn 1 Meg 

Manhunter- ftew VcKk 

MarfcteModnr™ 

Mav« B«ae on Typing 
M*doLr*a»Art 

M*htonrltDlik#l 32.95 

f^iCrt)F'chriF1«rP<Ln 114.95 

Mtao b o i P »9k jr i O Wi 2295 

Midi Moot CAa 

Mid R-c 5twdk> VI 1 ,39,95 

MdVw „2i95 

MiohtyN«* ....... ,..-".95 



Invrttfori Advantage 

IrirvaiWiFVn 

It C arne- Ffom The Dw*#rt , 
JaeiNfcfctoLrtf-jf 

JSt CoimM n* 1999 . 



M,.od Up yotw "Vora* . 19.95 

Moeb-u* 38-95 

MovteS^ter 59.95 

MwfcS*udo20 49.95 

Mum:* .184.95 

My PaWDakaDik .17.95 

KtethvrworU 22.95 

MgMFo>C» 2895 

NovatltyFor^h 48 95 

Obiterutor 25.95 

Orf Shan* Warrkx 24,95 

OntrioFlofriurn 56,95 

Opefatlwi Cteor, Strewh 25.95 

OperutroWo! 2295 

Ophri 114.95 

Oiwaid 2395 

Owfeun 31.95 

Pt^^fl|»erF«vOoo-Srne CAU 
Paa* ttendervf 3-D 



,94.95 



PaneSheam 127.95 

Pagelhr*er ,„„,-„, 59.95 

Pen F^tH „ 94.95 

Phofon PaM 20 94.95 

(*otenPa*i+3grtoce 19 "5 

Phr»»on\fkteo CwlAntrx ,,87.96 

P ta r *er Flooue 2595 

Ptar#tofUrtt 2495 

Ptataon 28 95 

Poe Icrf fiock»h 25 95 

PofcoQiml 1 CR2 31.95 

Populom 32.95 

Pownsr Wr^dows25 _. 54.95 

25 95 
48 95 

Prfrrl Mailer Ptm ...2495 

PiaSeripl _ 2895 

PtoSocce* hm , 22.98 

Pro Sound Dettpn ,,..99.95 

PsoVcteoGota 177 95 

PioWrtte20 69,95 

F>o-0"ow 11295 

Struch;«dC*pArt ........... 36.95 

36 95 

142 21.95 

Pvbfr:* 0+ lockup 3tt95 

PiwtectMarrer, 129.95 

PtPkpVC tor M orrt of lor , , . , , 25 95 

Pub Game* 25 95 

Publisher '» OxiJoe 114.95 

PubTaher Ptui 5495 

Punte Sterybook „ 25.95 

Qufck Stver 41-95 

Ok . 22-95 

Quarter Back .- 42.95 

QuettionR 32.96 

.22.95 
,2495 
.25.96 

fox* Copy ...35-95 

Bwaim of fhe Warlock 21,95 

rto*) fth'fl .„.,.„,..., 29 95 

Qeneoode -.——.—<■ 22,95 

Return To Attantk 13,95 

RlTyrTilnig h4Dt*»boo^ , ~ ,..,., .,. 3^.95 

JoTcScte 24.95 

J&iatigBrDjClfcm .24,95 

Rood Oaterxjft 2495 

Rood Roider 24 9$ 

ftoody*or20TO 24 95 

Rabocap „. 2896 

Rackrtl 9ana*f . 31.95 

Rrtojw fiobbt — 2895 

Romania; Enct rtafft# ,,.., 25 95 



(TVF^tando - 



Senega „ ,— 



2495 

CAU 

Scfobbte — , — ,., — ., ,..-, 25.95 

Scnbfcte Pta+TFU"! 67 95 

Sea ViaervOuter Space ... 25.95 

SNnobl .3196 

Snooun , 31,95 

Skte Armi 2495 

Silent Sarvfce r - 11r f4JWff 

SlrriCrty .^„.. 2895 

Skate Wan ._„ 31,95 

Sky Blaster ... 1895 

SkyCnose ..24,95 

Sky Fox II ,„ -_..„....__....„ 13.95 



24 95 tfocen .... 

Tranjcrkib ,. 
TrtokarHoror.. 



Sky Shark 

Sipped S+*wO!Ti 

Soth*^od Fie II ....... 

Sorcerer lard. 

Space Ac*-- 

Space Hofltef ... 

Space Qu«f 1 or 2 «. 
Space Que*t5 ....... 

Speed ball ... 



..... 22,95 

17.95 

62.96 

...23.95 
....... 34.95 

-3196 

. .31.96 

CAU 

1995 

—,...2495 
_ 18.95 



Sp'nworfci -. 

Slar GJkter tl .....2895 

Star Ray 29 95 

Star Ttelc The Final Front 36.96 

Star Wan .,„.„.. .. , 249* 

Stmt Ffjhter .,.25.95 

Slr%, Poker | 26.96 

Sub Batik, Srn , 1495 

Super Bock -49 95 

,48,48 

,8rV5 

30 - 189,95 

- 97 95 
-3195 
3195 
3195 
.31.95 
.9795 



. : -t r. - .. 
Supenter Ice htac key , . 

Jwdtd at Sodon 

TV- Sports Bcdcetbal 
TV Sports Foo+botl , 
TV T 



„ 31.9S 
.31.9^ 



Ternpte of Ooom . 

Trmetof 1» _. .„,2495 

T»an 76 95 



TertfOQuatt ,. ,_<■■■■■... —■».... 


,2496 


Tatrk „.„„„.—,„„.„.. 


-20-95 


Terf Ed Ply* .,„., ,. — „ 


.4696 


Twrt ::.--,* 2 - Tha> Due* ... ... 


.2895 


CaWbrnkj Choll 


1495 


&jp*C an . „ H .__ 


. 14,95 


7header -... .... 


22 95 




57 95 


Thunde* Bode 


,31.95 



....41.95 
...3295 

Turbo _ .„ 19,95 

Tu-bo SiWer 3,0 1 Meg 114.95 

TVShow ,6495 

TVTejrt 6495 

Twik>rf Zone . 2498 

UIHtbo4 .— . .. 3895 

Ultima il 2495 

Undetea Cdmando ._.,...,. 31.95 

Ur*ren»3 ...31.95 

UnrvwoJMB^rySrnutafor .31.95 

Vampke'* Empie . -. - „ , - . 28-95 

Video Efteel* 30 113,95 

Vcteorbnti 2595 

Video Pooe Titter .... 84.95 

VW*oScope3D2 ,,115 95 

Interior Dwkjn _. 22,95 

V*x«=aton .,....^ „ .CAU 

VIP Ptotemtend .„.„..„.„.. 59.95 
VluiWectmP<atectan ...2895 

Vltta3-D 87.95 

WShel ,. 29-95 

War In Mddte Earth ... 3195 

Wayne G*etrky Hoc key , . . .. 31 ,95 

WeWOflearr* „ 2495 

Who. Whal, When 6495 

Wlbw -„..,....„,. 2595 

WVid Wafcer ,..„,„„ 2fi,9« 

WrtQt Ot Fury ...„.,.„„„. h,. 2596 

WordPerfect,.,,.. ,.,., 134.96 

Worts PlattTum.Tne CAU 

Wdrtd Ala m ., 36.96 

Wortd Ctaa L«odB' Board „ 29 95 
Wo*l Tour Go* ............. 13,95 

X-Spec* ,9495 

lak Mduocker... . 29.95 

Zany &ot 28.95 

2oet«op* . , a 97.95 

ZorWero . 3895 

Zynopt __, , 22.95 



MISC. HARDWARE 



Ami GEN „.... 1 36 

SuperGEN.. 

Mognl 4004 Cfldbck .1389 

F6ckBfFJ« 
Pert T«r;t Sound..... 
ChramFB354hrt 3-.-™ 
CotarSpltter .. 

G-ovfc Joyrttb 

WG-Sco 



J& Since 1982 . /f / » §. . 

TLosripMJLt&tbLLity. 



m CREDIT CARD SURCHARGE, 



Order Toll Free 

800-558-0003 

Wl ORDERS AND INFORMATION 
414-357-8181 FAX 414-357-7814 



r. f. fmnf P.O."* 



OADERINQ INFORMATION: Bpeoty myUm. For t*ti ceihery i*nj aatPibr'i check or money caw. Paresn*! »f>d aywrj.ny chock* .low 14 enkwU ctoyi I 
*rjtw*r» e,JT>*ri 5X. i*iippha tor t*rtt»w: mhifr-jiT $6,00. Ub»i»rC»tt *nd Vi*a o-oe'i pte»w incijij* tma ». •tpiraeon at I* jrtd tfmhira, W rwkteato pi*M» *k 
|«jW. AH ociw koign «n,ra edd 1J% •hlpclng, rnlnttnum *l3*tt AM o^Jor, IMp^)«^ ojntrt Ihfl ConthertW U BJi. j-. tt- lpP«J*VtJ e&i* m*urwJ U£. malt. I' fomio-. ^pphg chvgei »l^ 

■ -i ctoV^l sjaiansw wrrpaUairY 1 wrtbfl t», Oy ■ & put tow pflMt a'l wl« *r» lr.*\. all D«4«clhr. rvlurn* mu*l rtev* a ralurn auihorUeUor, wimbtr. P***e oil (4t*j 357-8fH m obkin an BA 



atoom*. CO.D. chwgae wt I4.0Q. In Gontlh*nt«ii UJBA. In* Li it 33.00 tor 
', APOJ'uanp Rloq and Canedhn bnd*rt. plMH add 6% ihpplng, ml 

J-.e mlnlfrum amouit, you aril b* thanjad f-,m addttti*jJ Amount AH *. 
IMH call (*1*) 357-81 B1 h 
h«tttta4iby an<Sui.BrcfraclY wtMhemcnutecturar. 



Circle 115 on Reader Service card. 



Roomers 



by ne Bandito 

[The statements and projections 
presented in "Roomers" are rumors 
in the purest sense. The bits of 
information are gathered by a third 
party source from whispers inside 
the industry. At press time, they 
remain uncomfirmed and are printed 
for entertainment value only* Accord- 
ingly, the staff and associates of 
Amazing Computing™ cannot be 
held responsible for the reports 
made in this column.] 



ne Amiga LIVE! story 

It's been a good year for inside 
stone.*? — first Epyx's secret project, and 
now the previously untold tale of how 
Amiga LIVE! came into existence. 

Our story begins long ago, before 
the Amiga was released. A-Squared 
Systems came up with a design for a 
real-time video digitizer for the Amiga. 
They envisioned applications like video 
performance, publishing, and so on. 

Commodore thought this was a 
great idea, especially since it promised to 
be cheaper and better than any IBM or 
Macintosh digitizers. So Commodore 
made A-Squared a deal whereby 
Commodore would market the product 
through its own distribution channels as 
a Commodore-labeled device. 

Everything seemed fine. Proto- 
types were shown at trade shows, and 
much interest was generated. Then DIgi- 
View came out, and when Commodore 
saw one of the HAM images created with 
Digi-View they said, "We want LIVE! to 
do this!" So Commodore took over the 
design of LIVE! and proceeded to work 
on it in their own labs, [Editor's note: A- 
Squared claims that the initial idea to 
incorporate HAM software into LIVE! was 
its own, and thai Commodore — which 
had already been given the LIVE/ design 



to work on — refused to do so } fearing it 
would delay its release] But the designer 
they had working on LIVE! left, and more 
time passed until they found a new 
engineer. 

By this time, Digi-View had been 
on the market for quite a while. Things 
were in turmoil at Commodore, what 
with changing chief executives and 
shifting marketing plans. Poor LIVE! 
kept getting shunted aside, being shown 
at trade shows, but never with any idea 
of when it would ship. 

Finally, A-Squared managed to get 
Commodore to give them back the LIVE! 
design (much altered by this time) so A- 
Squared could bring the product to 
market. After some further development 
(which consisted mainly of undoing 
Commodore's engineering attempts), 
Amiga LIVE! for the Amiga 1000 finally 
went on sale — just in time for Commo- 
dore to stop producing the 1000 and 
announce the Amiga 500 and 2000, 
neither of which was compatible with 
Amiga LIVE! 

So A-Squared had to redesign the 
product yet again, and after many 
months Amiga LIVEI was finally in 
marketable form. [Editors note: Accord- 
ing toA-Squared, Commodore was 
obligated by contract to produce the 
Amiga 500 and 2000 versions of LIVE/ 
When it did not tmdertake this develop- 
ment, A-Squared took it upon itself to do 
so] 

The latest story development is that 
A-Squared has won more than $890,000 
in a lawsuit against Commodore. A- 
Squared charged that, by failing to 
market Live!, Commodore failed to live 
up to the terms of their agreement, and 
an arbitration board (confirmed by a 
judge) niled in A-Squared 's favor. So A- 
Squared will finally get some recom- 
pense for die years of battling Commo- 



dore, though it's not really enough to 
cover the lost market opportunity. 
[Editor's note: According to Commodore, 
no payments have yet been made toA- 
Squared, and the ruling is currently 
under appeal] In many ways, the whole 
story is a warning of the pitfalls a small 
company can encounter when it tries to 
work with a giant manufacturer? Some- 
times it's better to just stay in the garage 
and putter away, 

1989 Developers 1 Conference Report 

Of course, die Bandito's agents 
were in full force at DevCon '89- By 
carefully bugging the water glasses and 



"The word overheard is that 
theA3000 is more than just 
a 68030 dropped into an 
A2000. Other sources hint at 
higher-speed custom chips 
and enhancement of the 
Amiga's sound capabilities, * 



planting microphones in die ceilings, 
they were able to gather much valuable 
data. 

Perhaps the biggest news was the 
non-news. No major new products were 
shown. There was no unveiling of the 
Amiga 3000, although Commodore 
confirmed that it is in the works. 
Commodore did say they would be 
spending a lot more on advertising and 
marketing — news which was well 
received by weary developers tired of 
explaining what computer they work on 
("Omega? What's an Omega?"). 
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the MS-DOS 

File System 

for the 

COMMODORE 




AVAILABLE NOW FOR 
THE LOW PRICE OF 

$30 20(US) 

$3fi00 (CDN) 

CROSSDOS™. ■ ■ MS-DOS® DISK ACCESS DONE RIGHT! 



The first MS-DOS File System for the Amiga* 

• Reads or writes any 360K or 720K MS-DOS or ATARI ST* disks 

(Version 2-0 or higher} with optional text file fillers. 

• Transparently accesses MS-DOS files from any utility or application 

(including file requesters). 

• Fully integrates itself into the Amiga operating system, 

• Automatically readjusts to different MS-DOS/ATARI ST formats. 

• Can be removed after use to reclaim memory. 

• Provides an easy installation program. 

• Avai liable in a READ-ONLY version from the Public Domain or 

directly from CONSULTBONfor only $5.00, 

For orders placed through CONSUL TROW add SJ.00 shipping and 
handling {$8.00 outside the U.S. and Canada). Michigan residents must 
add the correct sales tan. COD, add 53,00 



In ADDITION to reading 
and writing any file on 
an MS-DOS disk, 
perform the following 
DOS functions on files 
and directories. 

* Scan any directory 

* Create directories 

* Rename 

* Delete 

* Set dates 

* Set protection bits 

* Seek file positions 

* Get disk information 

* Add cache buffers 



Send check or money order to: 



Please allow up to 2 weeks 
process ytxir order. 

Dealer inquiries welcome. 




CONSULTROrV 



1 1 250 Parkview 
Plymouth, Ml 43170 



Technical Support 
(313)459-7271 
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Commodore also said they are 
hiring marketing managers for specific 
vertical market areas. That's good, 
because they were significantly under- 
staffed in marketing by all accounts. The 
plan is to push die 2000 family into 
vertical markets like publishing and 
video, and push the 500 into the home 
and education markets. By hiring people 
to manage this process and be respon- 
sible for it, they have shown that it's 
more than just Up service this time. 

What else is going on with 
Commodore marketing? Better advertis- 
ing in vertical market publications, with 
ads targeted at graphic designers, video 
producers, and music professionals, and 
more involvement by Commodore at 
appropriate trade shows. Taken 
together, all these moves signify that 
Commodore is finally marketing the 
Amiga the way mey should. 

Commodore is also promising a 
better effort in selling Amigas to the 
education market. Better discount 
structures and more help for educational 
software developers are among the key 



elements. Amigas have already become 
indispensable in the graphic arts 
departments of some major universities. 
The challenge now is to get Amigas into 
K-12 schools. 

What's the latest on 1.4? Good 
news and bad news. The good news is 
that 1.4 will have plenty of bells and 
whisdes — many conveniences for 
programmers and users, and a slick- 
looking Workbench designed by a 
professional graphic artist. The bad 
news? If you think it will arrive by 
Christmas, you must believe in Santa 
Claus. (Even believing in the Easter 
Bunny might be too soon.) However, 
many developers were distressed to learn 
that the Guru Meditation Error will be 
changed to something clever and catchy 
like System Error. Some programmers 
were muttering about a public domain 
utility that would bring back the Guru. 
We'll see. 

The astute reader may be asking 
how compatible the current software 
applications will be with the new 1 .4 
software. The official line is that 
programs that followed all the rules will 



work just fine, though they may not 
work with some of the new graphics 
modes. 

Of course, there are many pro- 
grams that didn't follow the rules, like 
most games. Another example is 
DeluxePaint III, which allows you to 
paint in the overscan border— a no-no 
under 1.4. Expect many revisions to 
appear when 1.4 ships sometime in 1990. 

Commodore did confirm that they 
are coming out with the A2630, a 68030 
board for the A2000. And they did 
officially announce that the A3000 exists, 
but nothing more. The word overheard 
is that the A3000 is more than just a 
68030 dropped into an A2000. Some 
people say it has been redesigned for 
higher system throughput, with faster 
memory chips and faster DMA, Other 
sources hint at higher-speed custom 
chips and enhancement of the Amiga's 
sound capabilities. More mutterings 
indicate the Amiga could move up to 16- 
bit graphics, where you could display 
256 colors out of 32,768— even a super- 
HAM mode with all 32,000+ colors 
available at once. 

What about backward compatibil- 
ity? Some software may need revision. 
And will there be replacement chip sets 
for older Amigas? Quite possibly. Com- 
modore should know the value of 
keeping the installed user base happy. 
And when will this dream machine be 
available? Not until 1.4 ships, so don't 
look for it before 1990. The price has 
not been set, but the target figure is well 
under $4,000 list. 

Now Commodore plans to provide 
hardware solutions for die high end. An 
important element is breaking the 4096 
color barrier. They have shown a 256 
out of 16.7 million color card. Now they 
have to ship it and get software support. 
Is Display Postscript in the Amiga's 
future? It would be a bold positioning 
move that would open a lot of eyes, 
especially in desktop publishing. Of 
course, you really need powerful 
graphics coprocessing to make it work, 
but the Amiga has that (though a faster 
blitter would help). 

In other news, Commodore 
magazine is history. Why was Commo- 
dore supporting a magazine anyway? 
Seems like a silly way for a computer 
company to waste its time. Maybe it was 
a good thought when nobody else was 
doing one, but they should have quit a 
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long time ago. In a somewhat unusual 

move for Commodore, the staff has been 
shifted to other jobs rather than being 
fired. 

Speaking of personnel, reports 
from West Chester indicate that many 
employees are nervously feeling their 
necks. If big changes are made, some of 
the good ol 1 boys (and gals) may be 
hitting the road. It's time for everybody 
to show their worth or show their heels. 

The best news of all from DevCon 
was not official, but it was overheard in 
more than one spot. As the story goes, 
Commodore plans to drop the A500 
price to perhaps as low as $399 by 
Christmas time. Of course, this goes 
hand-in-hand with the plan to put the 
A500 into the mass-market stores. The 
Bandito doesn't have any names yet, but 
Sears would be a good place for an 
Amiga, don't you think? With mat 
pricing, 1990 might be The Year The 
Amiga Gun Downs The Bad Guys! A 
complete system (monitor, computer, 1 
meg, 2 drives, and printer) for under 
$1000 — a magic price point at the most 
magical time of the year. 

After all the good news coming out 
of Commodore, it's almost reassuring to 
the Bandito to hear a rumor about some 
truly epic stupidity. West Chester 
sources say that a prototype of a 6502- 
based machine that mns at 4 MHz and 
produces 4096 colors is in the works. 
And it's 100% incompatible with either 
the Amiga or the C64. 

The Bandito can only hope it's not 
true, or if it is, that they take the proto- 
type and burn it (or better yet, send it to 
Atari. It'll never come out then). 
Doesn't anyone there remember the 
Plus/4? If you had to dream up the 
worst possible product for Commodore 
to introduce, it would sound just like 
that. 

Nu tnber crti nching 

The 1988 figures for computer sales 
in the US are worth a look. Apple was 
*1 with 1.271 million units, edging out 
IBM's 1.229 million units. Who was #3? 
Commodore, with 665,000 units. That 
figure includes C64, CI 28, PC clones, and 
Amigas. Of course, MS-DOS com- 
patibles, as a whole, are the biggest 
market of all (about 75% of all PC's sold 
in the US are MS-DOS machines). Those 
numbers may change If Commodore can 
learn how to sell Amigas. 



TAKE A BYTE 

OUT OF HIGH PRICES! 



There are fabulous savings on all these goodies 



FREE mouse pad with orders 
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AudioMasterll 

Aunt Arctic Adventure 

Battle Chess 

Battle Tech 

Baud Bandit 

Blood Money 

Deluxe Music 2.0 

Deluxe Paint II) 

DigiPaint III 

Double Dragon 

Dragon's Lair 

Dungeon Master 

FA/18 Interceptor 

Falcon 

Kind Words 

Licence To Kill 

Lords of the Rising Sun 

OutRun 

Phasar 

Pioneer Plague 

Publisher Plus 

Rocket Ranger 

Rush N' Attack 

Smbad & Throne of Falcon 

SimCity 

Sonix 



$69.95 
25.95 
34,95 
36.95 
32.95 
29.95 
72,95 
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28.95 
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29.95 
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Spellbound 28.95 

Super Scramble 29.95 

Sword of Sodan 35.95 

Test DrivB II 29.95 

The Three Stooges 35.95 

Total Eclipse 29.95 

Triad 29.95 

TV Sports Football 34.95 

V.I. P. Virus Protection 29.95 

Where in World is Carmen 32.95 

Who Framed Roger Rabbit 32.95 

Who! What! When! Where! 65.95 

Enhancer Amiga DOS 1.3 20.95 

Accessories & Hardware 

Epyx Joystick 14.95 

ErgoStick Joystick 19.95 
Internal ZVi" Floppy Drive 

for 2000 99-95 

California 3.5" drive 139.95 

Supra 2400 Baud Modem 129.95 



Spirit SC 501 Va Meg. 

Trapdoor internal expan- 
sion with clock/calendar 
for Amiga 500, 0K 63.95 

plus shipping and handling 

Don't see it here? We've probably got it. Call us. 
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The rising value of the dollar 
changed profit into loss for Commodore 
during the last quarter. Since three- 
quarters of their sales are overseas, the 
exchange rate really hammered their 
profit picture. The pressure is building 
to make good sales numbers for the rest 
of the year. If Europe slows down, then 
the US division has to pick up the slack. 
(A baptism of fire for Mr. Copperman.) 

Even though nobody asked, the 
Bandito thinks Commodore could make 
a big splash by being the first computer 
manufacturer to offer a CD-ROM drive 
built into a computer. Offering a low- 
cost CD-ROM option for the A500 (or 
other models) would also be dynamite. 
How about a retail price of under $500? 
It's possible. Of course, it would also 
have to play CD audio disks. Cmon 
Commodore, get with it. Even IBM is 
talking about CD-ROM and multimedia 
these days. 

Speaking of multimedia (or as the 
Bandito thinks of it, "desktop 
buzzwords"), IBM's "Home PC" is 
heading our way in 1991. The specs 



sound hot: 386SX processor. DVI chipset 
for near real-time video, a digital signal 
processor for great sound and built-in 
9600 baud modem, MS Windows and a 
mouse, and a built-in CD-ROM drive. 
The price will probably be in the $2500 
to $3000 range, so they may be slanting 
it more towards the home office rather 
than the home entertainment market. It's 
certainly a target for Commodore to take 
into consideration. The Amiga should 
have ail of those features by then, and 
with a better installed base ; too. 

Commodore hopes to capture the 
interactive video market with die Amiga. 
Their first target is interactive point-of- 
sale video systems — basically, a laserdisc 
player hooked up to an Amiga inside a 
kiosk, where customers can go up and 
select items they want to see. The 
Amiga's advantages are NTSC output 
compatibility, making genlocking cheap. 
The entire Amiga interactive video 
system would go for under S3000 widi 
laser disc player and genlock. 

A comparable IBM-type system 
would run at least $1000 more, and a 
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Fast, Compatible, Complete! 



• Two high speed RS-232C serial ports for the Amiga 2000. • 
IBM PC AT style (full 7 wire plus Rl ana" DCD) connector for 
each port. • Send and Receive at 110 to 115200 baud. • 
Complete Amiga system software (both Exec and DOS). • 
Using our exclusive Serial Dispatcher, any program which 
uses "serial.device" can use any port without patches. • 
Public domain and shareware software on the distribution 
diskette. • One year warranty. 



ASK YOUR 



ASDG 

Incorporated 



DEALER! 

925 Stewart Street 

Madison, Wl. 53713 

(608) 273 - 6585 



Amiga is a trademark of Commod ore- Amiga, Inc. IBM PC AT is a trademark of IBM Corp. 



Macintosh system similarly configured 
would be around $7000. Commodore 
estimates this to be a biliion-dollar-a-year 
market in training, sales, and education. 
They are working on an authoring 
system to make it easier to create 
interactive videos. No word yet on 
whether this technology might reach the 
average user. 

Developments and non-developments 

Musicians take note: MasterTracks 
Pro and die rest of Passport's music 
software line is currendy being ported to 
the Amiga; expect software to arrive this 
fall. More and more music software 
publishers are developing for the Amiga 
as the machine is increasingly being 
accepted as a serious music machine. 
One important reason is the Amiga's 
video capabilities, which are more 
important to music videos. 

While we're talking about music, 
how about a new IFF format for sampled 
sounds without the incredible limitations 
of 8SVX? A standard is a must, but let's 



develop one that really takes advantage 
of the Amiga's sound capabilities. Let's 
not let an outmoded file standard hold us 
back from getting the best sound 
possible from our favorite computer. 

Deluxe Video HI may be the last 
Amiga creativity product from Electronic 
Arts, [Editor's note: Electronic Arts insists 
that it "is and will continue to be 
dedicated to its Deluxe line of prod- 
ucts. . . '] 

The word is that Electronic Arts has 
killed plans for Instant Music II. [Editor's 
note: Electronic Arts would not comment 
on Instant Music II f as it is an unan- 
nounced ptvduct] Most of the people 
involved widi producing creativity 
products have been reassigned, trans- 
ferred, or otherwise departed. Seems 
like they want to concentrate on games, 
which is really where the company has 
always put most of its effort. 

Interestingly, both Epyx and 
Mediagenic have had great trouble 
making their creativity products divisions 
profitable, and they're cutting back in 



those areas as well. The Bandito figures 
that games and work-type software just 
don't mix. 

The Bandito is considering 
regularly setting aside a pan of the 
column for legal issues, since they're so 
common diese days. The latest: Xerox 
has prevailed upon Metaphor to pay a 
licensing fee for using windows, icons, 
and a mouse in their interface that IBM 
has licensed, Xerox may demand 
licensing fees from everybody using a 
windowing interface. That means 
Amigas, and maybe even GEOS. What it 
really means is good news for lawyers, 
who stand to make a lot of money. The 
whole tiling seems silly to die Bandito. 
Xerox has never copied anything, have 
they? 

Hottest items in the stores: the A- 
Max Macintosh emulator from ReadySoft. 
Also the 1 meg Agnuses are still in very 
shon supply, but all A250O's and 2000's 
are now shipping with them installed. 
The siaiation may have cleared up by the 
time you read this. Certainly die dealers 
hope so. At about $150 each, they're 
doing a good business in upgrades. On 
the software scene, PageRender 3D looks 
hot. The Bandito sees more 3D software 
on the Amiga than on the Mac and the 
IBM combined. And die results are far 
better on the Amiga. 

If you haven't noticed lately, RAM 
prices are dropping faster dian Medi- 
agenic's profits. With the new 4 megabit 
chips being introduced, prices are sure to 
be driven even lower. The Bandito 
expects a megabyte of memory to be 
under $100 by the end of die year, if not 
before. Good news for animation fans. 

The Bandito 's colleague in the 
Macintosh market keeps hearing that 
Apple plans to breathe life into the 
corpse of die IIGS by including its chip 
set in the new low-cost Macintosh under 
development for next year. Wishful 
thinking. 

Adding those chips would bring 
the cost up too much. Apparentiy Apple 
just wants to keep the schools happy by 
giving them an upgrade path for dieir 
old software. More believable is some 
sort of add-in card that gives IIGS 
compatibility. Eidier way, an Amiga 500 
under $1000 will make the Cheap Mac 
look pretty sick. Another crab apple, if 
you ask the Bandito. 

•AC- 
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Amazing Game Reviews 



SNAPSHOT 



Four Amiga Game Reviews 



BattleTecb 

An era is at an end. Many computer 
users are familiar with Infocom, the 
company that produced a myriad of text 
ad ven aires for many different computers. 
While their adventures were rich and 
detailed in their time } text adventures 
have become much less popular with the 
advent of more powerful computers with 
more graphics capabilities. Unable to 
generate sufficient profits, Infocom has 
been bought out by Mediagenic 
(formerly Activision), who reportedly 
closed their offices. So ends an era. 

Fortunately, all is not lost. Under 
die Infocom label, Mediagenic has just 
released a new, graphics-based role- 
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playing game (RPG) for your gaming 
pleasure — BatdeTech: The Crescent 
Hawk's Inception. It is the first in a 
possible series of computer games based 
on a board game produced by FAS A. 
The backdrop for the game is futuristic 
robotic combat, as popularized on 
television, in comics, and in board 
games. 

You begin the game controlling the 
character Jason Youngblood, the son of 
an illustrious family whose origins can be 
traced back more than 1,000 years to the 
early 21st century. Since your father is 
Captain of Security Forces for the planet, 
you have added pressure to successfully 
overcome the obstacles put in your way. 



Figure One: 

We opening screen to 
BattleTecb 



^^^^ m 




Figure Two: 

Lizzie the Lizard and 
George the Big Ape 
stalk the city streets in 
Rampage 



by R. Bradley Andrews 

Play begins with your Mech Warrior 
training in the training complex on the 
planet Pacifka. This training, while 
simple at first, becomes increasingly 
grueling. It is designed to refine your 
skills completely before you are finally 
put in charge of one of the galaxy's most 
potent fighting machines, the mighty 
Mech. The technology to build new 
Mechs has been lost, so the existing ones 
are guarded with extreme care, since 
they hold the key to swaying die battles 
fought in occupied space. 

In addition to your Mech training, 
you have other opportunities to sharpen 
your personal skills — at a price. 
Fortunately, money is periodically "sent 
from home" and deposited in your 
account. By budgeting properly and 
playing the stock market successfully, 
you can make these small sums blossom 
quickly into sizable amounts. You 
should maximize all your skills while 
you're in the training city, since once the 
entire planet has been opened to you, 
only your medical and repair skills can 
be increased. 

A good strategy for multiplying your 
money in the stock market is to put all of 
it in the high-risk BakPhar company. 
Save the game before investing, so if you 
lose money you can restart and try again. 
If you gain money, re-save and continue 
the process over. I have found that the 
optimal amount to invest in BakPhar is 
about 8000 C-Biils; more always seems to 
lose. Though you can invest your 
money only a limited number of times 
while in the training area, once in the 
spaceport, you can invest as much and 
as often as you'd like. The only limiting 
factors are your patience and willingness 
to watch your money grow in little 
chunks. 

Unfortunately, your preparation is 
interrupted before you can finish 
completely. If you can maneuver 
successfully, you will find yourself 
wandering around the planet's surface, 
searching for the starport and a way out 
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of trouble. While there, you will come 
into contact with your new team, the 

Crescent Hawks. After gathering all the 
members, you need to fix a damaged 
holodisk and then locate a hidden 
weapons cache — which you will turn 
over to the leader of your side of the 
conflict. Once these tasks are 
completed, your quest will be over. 

The entire game is menu -driven and 
features very nice looking graphics with 
a smoothly scrolling background. The 
sound is adequate and complements 
game play. Although you can play tire 
entire game from the mouse, I found that 
the keyboard worked better, since either 
the keypad or the arrow keys could be 
used to move on-screen characters. 

While only a limited number of 
actual options are available during play, 
game play is fairly fluid and not too 
limited. Games can be saved or loaded 
at any time, though only six slots are 
available for doing so. Frequent saving 
is important, but the disk-access delays 
can be a bit annoying. Hard disk users 
should have fewer problems in this area 
since the game can be loaded onto and 
played from a hard disk. 

Despite its nice points, BattleTech 
does have several flaws that mar its 
otherwise excellent exterior. First, the 
advertised theme of the game, robotic 
combat, plays a small role during play. 
Sure, you participate in a few training 
missions and some battles on the planet's 
surface, but the initial thrill of combat 
soon wears off. I had the computer 
perform most combat to avoid the time 
delay associated with its resolution. 



Second, I found the ending of the 
game to be extremely anti-climactic. The 
closing speech announces that the 
universe is now open to your group, but 
the game ends before you can explore it. 

Third, it is possible for key members 
of your team to be traitors. This 
possibility would not be so bad were it 
not for the fact that you need all your 
team members later in the game. It is 
advisable to save the game before 
picking up new team members, since 
traitor status is apparently decided 
randomly at the time you pick them up. 
The first combat should flush out any 
traitors. If you do pick up a traitor, 
restart the game at the point before you 
picked him up. Otherwise, you will not 
be able to finish the game. 

Fourth, the segment in which you 
unlock the arms cache is rather tedious — 
a lot of busywork that doesn't really add 
to the quality of play. And finally, a lot 
of playing time is spent simply roaming 
around the planet's surface from one 
spot to another. It would have been 
useful to have a way of automatically 
sending the team to a desired spot. 

I would rate BattleTech as a 
reasonable entry-level adventure, noting 
the above reservations. I actually did 
enjoy my playing time, though I do 
regret that the ending did not live up to 
the level of effort I invested to reach it. 
If your RPG tastes are on the 
sophisticated end of the spectrum, you 
might want to avoid this one. Given the 
relatively few competitors in BattleTech's 
genre, however, it may be your only 
choice. 



Rampage 

Next on the list this month is 
Rampage from Mediagenic (under their 
Acti vision label). This game is an 
adaptation of the coin-op version notable 
for its mayhem and destruction. While 
the game does have a high-score feature, 
your primary goal in playing it is simply 
to destroy as many cities as possible 
before your energy level runs out. 

Three monsters are available for use 
during play: Ralph the Wolf, who has 
the meanest punch; George die Big Ape, 
who's the best at scaling buildings; and 
lizzie the Lizard, who's the fastest thing 
on four scaly feet. Originally simple, 
ordinary human beings, they all came in 
contact with a strange chemical 
substance that made them the 
monstrosities they are today. 

You destroy buildings by punching 
out their infrastructures until they come 
crashing down. Effective demolition 
involves punching both sides of a 
building, which requires you to use your 
creature's scaling ability. If you're adept, 
you can even jump from one building to 
another, accelerating the process. 

Most playing time is spent on the 
city screen, which displays a side view of 
the buildings you are attempting to 
flatten. Once one city has been cleared 
(or "renovated," depending upon your 
perspective) it's off to the next for more 
fun. Between cities, news flashes 
appear, chronicling the adventures of 
your monsters as they blaze a trail of 
destruction across the U.S. Be warned: 
These messages make liberal use of puns 
and other forms of ""humor.*' 




Figure Tfjree: 

You play the wbip-wielding Indy in 
Indiana Jones and the Temple of 
Doom 



Figure Four: 

Use your power crystal to cut out the 
screen and expose the underlying 
picture in Powerstyx 
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The chief hindrance to your cross- 
country rampage is your ever dwindling 
energy supply; when it runs out, your 
monster shrinks back to a "normal" 
human form and beats a hasty retreat off 
the screen. Soldiers, tanks, and 
helicopters are constandy firing their 
arsenals at you, speeding up your energy 
loss and bringing about your demise. 
Fortunately, eating humans or any of the 
other "goodies" that are uncovered when 
you demolish a building can restore 
some of your lost strength, prolonging 
your life. However, you must be careful 
not to put everything you see in your 
mouth. Some things are harmful to your 
health, such as active light bulbs, which 
can really send some "bad vibes" 
through your system. 

The graphics are acceptable, but as 
you might expect, they do fall short of 
those in the arcade version. Some of the 
objects are somewhat block-like and 
difficult to recognize. I'm not certain, 
but J think that Mediagenic could have 
done a little better job in this area. 

All three monsters can play 
simultaneously, controlled by joystick, 
mouse, or keyboard. Since the active 
controls can be changed, nearly any 
possible configuration is possible. One 
drawback, however, concerns my 
favorite controller for this type of game: 
the joystick. Both jumping and punching 
are controlled by the fire button. This 
configuration can often cause you to 
perform the wrong action. The 
programmers aren't necessarily at fault 
here: What we really need is a two- 
button joystick. 

Rampage is a reasonable adaptation 
of the arcade game, allowing you to 
destroy major urban centers from the 
comfort of your own home. The Amiga 
version, however, is missing some of the 
spark that made its coin-op progenitor so 
enthralling. For this reason, I highly 
recommend that you try before you buy. 

Indiana Jones and the Temple of 
Doom 

Next up is Indiana Jones and the 
Temple of Doom, another adaptation of 
an arcade game — this time from 
Mindscape. As you may have guessed, 
this is the "official" game based on the 
second movie in the Indiana Jones series. 
In it, you guide the whip-wielding Indy 
through an attempt to rescue the 
enslaved children of Maya pore, recover 
the stolen Sankara Stones, and put an 
end to the evil reign of the ruthless high 



priest Mola Ram. While a whip may not 
seem like much, Indy's proficiency widi 
it makes it more than enough for the task 
at hand. 

Each segment of the game is played 
in one of three different areas: the Mine 
Caverns, the Mine Tunnels, or the 
Temple of Doom itself. In the Caverns, 
Indy must work his way up a complex 
arrangement of ladders and ledges to 
reach the entrance to the Tunnels. This 
first area is also where the captive 
children are imprisoned. Indy's whip 
will make short work of their bonds, but 
each is held in a different area, and it 
may require some hunting to find diem 
all. 

After the Caverns are completed, 
Indy jumps into the mine car for the ride 
of his life. The Tunnels are basically a 
maze of rail-car tracks which has to be 
successfully navigated all the way to the 
bottom. Some tracks end abrupdy, 
sending our hero plummeting into the 
darkness. Once you learn the pattern for 
each track, the Tunnels are relatively 
easy to complete, (For the safest route, 
keep to the right.) Speed is also 
important. If Indy takes too long, he will 
encounter a massive fire at the end of 
the tracks and lose another life. 

At the end of the Tunnels lies the 
Temple itself. This is by far the easiest 
area, as Indy must simply maneuver his 
way around the fire pit, stunning any 
guards that get in his way. Then, once 
he reaches the Sankara Stone, he can 
steal it and enter a new cavern to free 
even more children. 

After diis, Indy must find and cross a 
rope bridge for a face-to-face encounter 
with Mola Ram himself. If Indy defeats 
the high priest, he then enters a bonus 
round to rack up as many points as 
possible. Unfortunately, diis bonus 
round seems to end only when Indy runs 
out of lives. As a result, intentional 
suicide appears to be the only way out 
of diis phase. 

The game features a total of three 
Cavems-Tunnels-Temple sequences, 
each of which can be played at one of 
three difficulty levels: easy, medium, or 
hard. The two higher levels feature 
spikes that pop up at various locations in 
the caverns, as well as more aggressive 
guards in the Temple. 

The graphics in the game are very 
crisp and clear, comparing favorably with 
those in the coin-op version. The 
joystick is used to control Indy during 
play and generally works well. 



Sometimes problems do arise because of 
imprecise positioning. For example, I 
have had guards walk right up to Indy 
and knock him out while he flailed away 
with his whip. It can also be difficult to 
align Indy with ladders, often resulting in 
nasty falls that cost a life. 

The game is a good rendition of die 
"maneuver, kill, and free the prisoners" 
arcade theme. Once you master the 
mechanics of it, however, the limited 
number of screens do not provide much 
of a challenge. While The Temple of 
Doom may be a worthwhile acquisition 
for some, the infrequent buyer should 
probably look into some of the better 
action games available on the Amiga. 

Powerstyx 

Finally this month there is 
Powerstyx. Based on the arcade game 
Qix, it goes a step further, resulting in a 

game that is both enthralling and slightly 
bizarre. Programmed by Magic Bytes 
and distributed by DigiTek Software, it 
follows the somewhat off-the-wall theme 
begun with their other release, Hole-In- 
One Golf. 

The goal in Powerstyx is to use your 
power crystal (controlled with the 
joystick) to cut out sections of the screen, 
exposing the underlying picture. When 
a sufficient amount of the picture is 
exposed, the level is over, the entire 
picture is displayed, and the next level is 
loaded. 

Of course, there are several enemies 
provided to complicate this task. One is 
a kind of energy monster who randomly 
zips around the interior of the 
unexposed area. While it's pretty to look 
at, don't touch it! Any contact results in 
immediate death. Other monsters — 
equally fatal when touched — roam 
around the edges, but these move at a 
fixed speed and can be temporarily 
stunned if surrounded with a newly 
exposed area. 

Several objects that can aid you in 
your task periodically float across the 
screen. The heart gives an extra life, the 
tube gives more speed, the clock gives 
more time, moneybags add to your point 
total, and the door immediately 
transports you to die next level The 
cross is to be avoided, however: it will 
end your current life if you catch it. 
Sometimes a question mark will float 
across the screen. The only way to find 
out which object it represents is to catch 
it — and hope for the best. 

Letters also appear periodically in 
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the playing area. As each is captured, it is placed in the 
word-holding area. When the entire word describing the 
current picture is spelled out, you are advanced to the nex 
level. 

The graphics in the game are well done and match the 
theme quite well The background pictures are also drawn 
nicely, albeit with a rather bizarre motif. Some of the more 
interesting designs include a half-plane, a half-bird, and a 
two-legged alien eye — definitely something to see. 
Uncovering new pictures does add something to the quality 
of play, and can keep you coming back even after the game 
mechanics are no longer challenging. This is not to say that 
the game ever becomes easy. The speed of the opponents 
gradually increases with each level, adding more and more 
complexity. 

Powers tyx is probably the best of the three arcade games 
discussed this month. It's a game that's sure to be enjoyed by 
all who purchase it. 



Mediagenic/Infocom 
BattleTech: The Crescent Hawk's Inception 

3885 Bohannon Drive 
Menlo Park. CA 94025 

(415)329-0800 

Price: $49-95 

Inquiry #256 

Medlagenic/Activision 
Rampage 

3885 Bohannon Drive 
Menlo Park. CA 94025 

(415)329-0800 

Price: $39.95 

Inquiry # 257 

Mindscape 
Indiana Jones and The Temple of Doom 

3444 Dundee Road 

Northbrook. 1L 60062 

(312)480-7667 

Price: $49.95 

Inquiry #258 

DigiTek Software 
Powerstyx 

104 West Seneca, Suite 4 

Tampa, FL 33612 

(813)933-8023 

Price: $34.95 

Inquiry* 259 



Be an Amazing Writer! 

Get paid for what you love to do... 
using your Amiga! 

Contact AC lot a Writer's Guide. 



("Palettes", continued from page 49) 



Listing One 



LISTING 1 

a simple example of dithering 

source code 

by 

Robert: D'Asto 



DIM P%{1) 

PALETTE 3,1, C,0 

LINE (l00,50)-<200, 150), l,b 
LINE (250,50)-(350,150),l,b 
LINE (400,50)-(500,150) ,l,b 

PAINT {1,1), 2,1 
PAINT {101, 51), 3,1 

P%(0)=SHA5A5 
P%(1)-£H5A5A 

PATTERN ,P% 

PAINT (401, 51), 3,1 

P%(0)=tHFFFF 

P%(1)=SHFFFF 
PATTERN ,P% 



Listing Two 



* starting colors 



LISTING 2 
produces 13 6 apparent colors 

on a 16-coior screen 
source code 

Robert D'Asto 



SCREEN 1,640,200,4,2 

WINDOW 2, , (0,0)- (631*186) ,0,1 



DEFZHT a-z 

DIM PatArray (1) 

PALETTE 4, ,6, 0,0 

PALETTE 5, 1,1, .13 

PALETTE 7, ,4, .4, . ■■ 

PALETTE 10, .7, .7, ,7 

PALETTE 11, .3, .3,0 

PALETTE 12,1,0,0 

PALETTE 13,0, .6,0 

PALETTE 14, 0,0,1 

PALETTE IS, 1,0, I 

FOR K=0 TO £29 STEP 37 
LI'.'S <x,0)-£x, 184) r 2 

NEXT 

FOR y»0 TO 184 STEP 23 
LINE (0,y)-(629,y),2 
NEXT 

FOR x=l TO 556 STEP 37 
PAINT (x,l),e,2 
c=c+l 

NEXT 

PatArray (0)=£HAAAA 
PatArray (1) -6H5555 
PATTERN , PatArray 

DitherFill 593,1,0,1 



"create display 
"grid 



'display starting 
'colors 



"create bit 
'pattern 



'start dithering 



x»l:y=24:cl=0sc2=2 
WHILE count <*■ 118 

ColorCycle cl,c2 

DitherFill x,y, cl,c2 

>:->:-37::r :■: > :5j THEN x-1 

y«y+23HP y > 162 THEN y=24 

count=count+l 
WEND 

LOCATE 23,21:COLOR 1,2 "brag a little 
PRINT '"136 colors on a 4-bitplane screen!" 



'reset fill 
'PATTED 



PatArray {Q)=frHFFFF 
PatArray [1>-&HFFFF 
PATTERN , PatArray 

END 



SUB DitherFill U, y, Clrl, Clr2) STATIC 
COLOR Clrl,Clr2 
PAINT U,y), Clrl, 2 

END SU3 

SOB ColorCycle (cl,c2) STATIC 
c2=c2+l 

IF c2 > 15 THEN 
Cl=cl+1 

IF Cl >■» 15 THEN cl = 
c2-cl+l 
END IF 

IF c2 > 15 THEN c2-0 
END SOB 



'AC' 
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Bug Bytes 



The Bugs and Upgrades column 



by John Steiner 

A-Max, the Macintosh emulator for 
the Amiga, is a unique product that 
addresses some Amiga users* desire to 
run Macintosh software on their Amigas. 
A revision to the program has been made 
that corrects a problem with the Setpatch 
command found in version 34.25 
Workbench systems (the latest available 
Workbench). 

The original A-Max fails to operate 
floppy drives properly if the new 
Setpatch command has already been 
issued. An upgrade is available which 
fixes not only this problem, but several 
other minor bugs, including a problem 
with the print routines. 

To determine whether or not you 
have the latest version, simply check the 
Readme file on the master disk. If the 
Readme file mentions HyperCard, you 
have the latest version. If you do not 
have the latest version, you can send 
ReadySoft your original disk, and they 
will replace it for you by mail. 



As reported last month, the Fatter 
Agnus chip is being installed in earlier 
model A2000's and A500's around the 
country. The major reason for the 
upgrade is to be able to run Professional 
Page and Professional Draw simultane- 
ously. 

After performing the necessary 
surgery on my own machine, I immedi- 
ately started work on a newsletter. But 
before long, I encountered all kinds of 
problems when I ran the two programs 
together. It turns out that the problem 
was related to a specific document (my 
empty newsletter template), not to the 
upgrade. Once I corrected the problem, 
the two programs worked together very 
nicely. 

In the process of tracking down 
that problem, however, I discovered that 
early Fatter Agnus chips could have a 
defect. There is a simple test you can 
perform to determine whether there is a 
problem with a specific Fatter Agnus 



chip. From your original Workbench 
disk, run the Clock and Lines programs 
simultaneously in the Demos drawer. If, 
after letting the two programs run for 
about a half-hour, you find that the 
Clock program behaves in an unusual 
fashion, or that the Lines program starts 
drawing lines outside of its defined 
window, you have a defective Fatter 
Agnus chip. Commodore will replace 
them under warranty via an authorized 
service center. 

There is an ARexx update available 
from William Hawes. If you did not 
request notification from ARexx — either 
by postcard or by their automatic 
upgrade policy — -when you registered 
your software, you can now request an 
update to version 1.10. It costs $5.00, and 
can be obtained by contacting Mr. 
Hawes (see address at end of column). 



I received several letters this month 
from readers with bug reports. Jacques 
Chatenay of Fargo, ND reports a few 
bugs in Superbase Professional. Both 
problems have been worked tlirough by 
technical support at Precision Software. 

First, there is a problem with some 
kind of contention between the PRINT 
and LABEL commands. If you use the 
PRINT command for printing text, printer 
codes, or even just a blank PRINT 
command before using the LABEL 
command, the LABEL command will not 
work correcdy. The symptom is that the 
appropriate linefeeds are not issued, 
causing each field in the label to be 
printed on the same line. 

To work around this problem, 
instead of using the PRINT command, 
which outputs to the printer, use Set 
Printer On followed by the ? character, 
which outputs to the current output 
device. This allows the LABEL command 
to operate properly. 



The second problem in Superbase 
is that the forms editor generates 
incorrect code in a report program when 
you attempt to use the SUM function to 
subtotal a group or total a report. 

To demonstrate the problem — and 
how to fix the incorrect code — I will use 
a fictitious file named CLIENTS, which 
has two fields, Salesperson (a text field) 
and Totals (a numeric field). Open the 
file and select Group from the Report 
menu. You will get a Select Group dialog 
box containing a list of fields. Select 
Salesperson to group on and click on 
OK. Three boxes will appear on the 
form, labeled "Before group Salesper- 
son/ 1 "Select," and "After group Salesper- 
son." From the Set menu, choose Field, 
click in the Select box, enter the field 
you want subtotaled (Totals, in our 
example), and then click on OK. Select 
Function from the Set menu, click in the 
"After group" box, and select SUM from 
the requester. Then click on the Totals 
field chosen earlier. 

To have the program total the 
report, select Report from the Report 
menu, adding two more boxes — "Before 
report" and "After repon" — to the screen. 
Still using the function tool from the Set 
menu, click in the "After report" box and 
select Sum and Totals in the same 
manner you did earlier. 

Now save your completed form. 
When you select Open Form from die 
Project menu in Superbase, answer the 
requesters as you normally would. 
Eventually, an emor message reading 
"Can't Do This, Invalid Parameter" will 
appear and the report will stop. Click on 
OK to enter the program editor. The 
cursor will be on the line where the 
program failed, but the error is actually 
before that line. Look above it for a line 
that begins with AFTER GROUP 
Salesperson.CLIENTS. Then look further 
up for a line that reads GROUP, followed 
by the same fieldnames. At the end of 
the GROUP command, add a comma, 
and xhen the fieldname of the field that is 
being summed. For example: 
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GROUP Salesperson.CIIENTS f Totals 

Next, find the line that contains REPORT. 
After the word REPORT, leave a space 
and then enter the field being totaled. 
For example: 

REPORT Totals 

Now run the program again. It should 
work properly. 



Jim McCabe of Upland, CA reports 
on a couple of problems with Maxi Plan 
1.8g and 1.9b. Version 1.8g crashes 
frequently when he attempts to make 
charts, requiring him to reboot. The 
program has also crashed randomly 
when he scrolls through a large spread- 
sheet with the screen arrow gadgets. 

Version 1.9b no longer exhibits the 
problem with the chart functions, but it 
still has a problem with random crashing 
when he scrolls through the spreadsheet. 
Jim is also having problems printing a 
chart larger than a quarter of the size of 
a 8.5 x 11-inch page. He also reports that 
the program redraws a chart if the right 
mouse button is pressed, causing a delay 
while the screen is redrawn. It seems that 
Maxi Plan spends too much time doing 
screen redraws. 

Now that Maxi Plan has been 
upgraded to Plan/It, as reported in an 
earlier Bug Bytes, some of these prob- 
lems have been fixed. One problem with 
the new Plan/It which I discovered 
relates to saving IFF picture files. The 
graphs saved in low-resolution 320 x 200 
mode are just fine, but graphs saved in 
640 x 400 mode all contain a black box 
in the center of the image where the file 
requester box is located just prior to the 
IFF file creation. Since the resulting IFF 
graph is useless, Plan/It should redraw 
the graph once more, just before it writes 
the graph to disk. 



Ron Battle of Albuquerque, NM 
writes to ask if there is an update to 
allow Music Studio from Activision to run 
under Workbench L3- His attempts to 
contact Activision have yielded no 
results, I do not have an address on file 
for them. If anyone knows how to 
contact these people (assuming they are 



still in the Amiga software business), 
please pass along the information. 

Mark Hellman of Wheatridge, CO 
writes with a bug report for version 3-11 
of B.A.D. He accidentally discovered that 
B.A.D. locks up the Amiga irretrievably 
when it encounters two disks with the 
same name. There is no Guru message; 
the computer simply locks up. The 
problem is easily solved: Before running 
B.A.D., simply be sure that no two disks 
have ±e same name. If some do, use the 
RENAME function in eidier AmigaDOS, 
CLI or the Workbench to change one (or 
both) of the names 



I received an upgrade notice from 
some very pleasant folks at Blue Ribbon 
Bakery, publishers of Who! What! When! 
Where", an appointment calendar and 
scheduling program. The list of improve- 
ments to the latest version (1.3) includes 
an ARexx port, a new "Kill Timer" 
program, printing to disk, faster disk I/O, 
the ability to repeat appointments on a 
certain day of the week every month, 
and several other enhancements. To 
upgrade your program, send in your 
original disk and a check or money order 
for SI 0.00 payable to Blue Ribbon 
Bakery. 



According to the people at 
Pixelations, version 1.1 of FrintScript is 
ready. Actually, PrintScript has been 
renamed PixelScript because of a 
trademark conflict. The 1 , 1 version has 
an Intuition-style user interface that 
allows you to start from an icon and use 
a file requester (without dealing with the 
CLI). The font-loading code is now 
roughly ten times faster for our fonts, 
and about two times faster for other 
fonts. This improvement doesn't make 
pages print that much faster, but the 
startup time is reduced significantly. 

Memory usage is also improved. 
Curves in graphics are much faster and 
require much less memory. Support for 
both WordPerfect .ps files and City Desk 
2.0 is also in this version. PageStream 
EPS import can be handled, so you can 
use PageStream to import EPS and print 
it with PixelScript. You can also add 
Pixelscript to the list of many programs 
that now have added ARexx support. 



The program's price has been increased 
to $149.00 list. More fonts will be 
available soon. Registered owners of 
version 1.0 can call or write for details 
on upgrading to Pixelscript 1.1. 



That's all for tins month. If you 
have any workarounds or bugs to report, 
or if you know of any upgrades to 
commercial software, please notify me 
by writing to: 

JohnSteiner 

c/o Amazing Computing 

Box 869 

Fall River, MA 02722 

...or by leaving EMail to.- 

Publisher on People Link 

or 

73075, 1 735 on CompuServe. 

•AC* 



William 5. Hmves 
P.O. Box 308 

Maynard, MA 01754 
(508) 568-8695 
(Inquiry #200) 

Blue Ribbon Bakery 

1248 Clairmont Road, Suite 3D 

Atlanta, GA 30030 

(404)377-1514 

(Inquiry #201) 

Pixelations, Inc. 

Box 547 

Northboro, MA 01532 

•(508)393-7866 

(Inquiry #202) 

ReadySoft Corporation 

30 Wertheim Court Unit 2 

Richmond Hilt, Ontario, CN L4B 1B9 

(416) 731-4175 

(Inquiry #203) 

Precision Software 

8404 Sterling St., Suite A 

Irving, TX 75063 

(214) 929-4888 

(Inquiry #204) 
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Documented Evidence 



Amazing Computing has been providing solid support for the Commodore-Amiga for over 3 years with helpful, 
informative issues and we have the documents to prove it! 

Since February 1986, Amazing Computing™ has been providing users with complete information for their Amigas. This store house of programs 
and information is still available through our back issues. From the Premiere issue to the present, there are insights into the Amiga any user will 
find useful. AC was the first magazine to document CLI, tell its readers how to connect a 5 1/4 IBM drive, describe a 1 meg upgrade hardware 
project for the A1000, and many more. And AC is doing more everyday to help Amiga users be more productive and entertained. 

If doing more with your Amiga is what you want, subscribe to AC today and if you do not have a full set of back issues, order soon. 
Unfortunately, nothing lasts forever, and the availability of some of our Back Issues is definitely limited. Complete your Amazing Computing™ 
library today, while these issues are still available, by completing the order form in the back of this issue. 

Back Issues are $5.00 US, $6.00 Canada and Mexico, $7.00 Foreign Surface 

Alt payments must be made by check or money order in U.S. funds drawn on a U.S. Bank, 
Visa and MasterCard accepted oh orders of S20 or more. 



1-800-345-3360 
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Volume 1 Number 2 March 1986 

Electronic Arts Comes Through A re*'** o* solars torn EA 
[ns&e CU: part two G. Musser NestQafcs CU J ED 
A Summary of ED Commands 
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Forth! The first o( our on-going tutorial 

Deluxe Draw!! by R. Wirch An Amiga Basic art program 

Amiga Basic, A beginners tutorial 

Inside CU: part 3 by George Musser George gives us PIPE 
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SkyFoi and Arbcfox Reviewed 

Buttj your own 5 VI Drive Connector By Ernest Vrreiros 

Amiga Basic Tips by Ricft Wirch 

Scrimper Part One by P. Kfvdcwiu prog b print Amiga screen 

Microsoft CD ROM Conference by Jim OXeare 

Amiga BBS Numbers 
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by S. Pietwcz Color manipulation in BASIC 
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Scrimper Part Two by Perry Kivolowiu 
Marauder reviewed by Rick Wirch 
Building Tools by Cartel Kary 
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Temple of Apshai Trioiogy rewewd by Stephen =»ietfow»cz 
The Hatley Project: A Mission reviewed by S Pfekmfcz 

Row: reviewed by tiv Bobo 

Textcraft Plus a First Look by Joe Lowery 

How to start your own Amiga User Group by Wffiam Simpson 

Amiga User Groups 



Mailing List by Kelly Kauffman a basic mail list program 

Pointer Image Editor by Stephen Pietrowicz 

Scrimper: part three by Perry Khofewitz 

Fun With the Amiga Disk Controller by Thorn Sterfng 

Optimize Your AmfgaBasic Programs for Speed by Piefrcwicz 
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Aegis Draw: CAD comes lo the Amiga by Kelly Adams 
Try 3 D by J m Meadows an intodxlicn :q 3D g rapn ies 
Aeg is image*' Animator: a review by Erv Bobo 
Deluxe Video Construction Set reviewed by Joe Lowery 
Wirdow requesters in Amiga Basic by Steve Michel 
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Your Menu Sirl by B Ca&y program Amiga Basic menus 
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Unking C Programs with Assembler RouUnes...by Gerald Hull 
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The University Amiga By GuGMtfe Amiga at Washington State 
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MicfoEd,The Lewis a nd Clark Expedition reviewed Fnzefe 

Scribble Version 2.0 a review 

Computers in the Classroom by Robert Fnzel'e 

Two for Study by Fftefc D scovery & TheTa^ng Coloring Book 

True Basic reviewed by Brad Grier 

Uslrg your prlnlar with the Amiga 

Marble Madness renewed by Stephen Pietrowicz 

Using Fonts from AmigaBasic by Tim Jones 



Screen SaVer byP.KivotowitzAmorticrr^ecikinprog.inC 
Lattice MAKE Unity reviewed by Scon P. Evemden 
A Tlie of Three EMACS by S:eve Pcfog 
.bmap File Reader in Amiga Basic by T Jones 
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Instant Music Reviewed by Steve Pietrowicz 
M En d wal ker Reviewed by R ichard Knepper 
The Alegra Memory Board Renewed by Rfcfi Wirch 
TxEd Renewed by Jan and Clifi Kent 
Amazing Dtrecory A guide to the sources and resources 
Amiga Developers A fcsting of Suppfiers and De-Copers 
Public Domain Catalog A isting of Amicus and Fred Fish POS 
Oos 2 Dos review R. Knepper Transfer files from P&MS-DOS 
MaxiPian review by Richard Knepper The Amiga Spreadsheet 
G izmoz by reviewed by Pe:er Wayner Amiga extras f 
The Loan Information Program by Brian Catey 
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Starting Your Own Amiga Related Business by W. Srnipsco 
Keep Track of Your Business Usage for Taxes by J Kwnnef 
The Absoft Amiga Fortran Compiler renewed by R A. Reale 
Using Fonts trem Amiga Basic, Part Two bv T=t Jones 
66000 Macros en the Amiga by G. rtl Advance your ab% 
TO! Modla*2 Amiga Compiler review by 5 Faiwisze 
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What Digi-View Is,.. Or, What Genlock Should Be! by J. Foust 
Amiga Basic Oetaull Colors by 3ryan Caiey 
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A Public Domain Modula-2 System reviewed by Wamen Bkxk 
One Drive Compile by Douglas Love* Lattice C wan one drive 
A Megabyte Without Megabucfcs by Chris Irving 

An Internal Megabyte upgrade 
Dig I- View reviewed by £d jafcobe* 
Defender of the Crown reviewed by Keith Contort! 
Leader Board reviewed by Chuck RaudorVs 
HoundhiU Computer Systems PAHEL reviewed by Ray Lance 
DtgE>PalnL„.by New Tek previewed by John Fousi 
Defuie Paint II ...from Electronic Am previewed by J. Foust 

Volume 2 Number 2 1987 

The Modem by Josph L Hothman efforts of a BBS Sysop 
MacroUodem reviewed by Stephen R, Pietrowici 
GEMINI or It takes two to Tango" by Jim Meadows 

Gaming between macrtnes 
BBS-PC! reviewed by Stephen R. Pietrowka 
The Trouble with Xmodem by Joseph L Rodman 
The ACQ Projecu.Graphic Teleconferencing on me Amlgi 

by S. R. Pietrowici 
Flight Simulator IL.A Cms Country Tutorial by John Ralferry 
A Disk Librarian In AmigaBASlC by John Kennan 
Creating and Using Amiga Workbench Icons by C. Hansel 
Amiga DOS version 12 by Clifford Kent 
The Amazing MIDI interface build your own by Richard Rae 
AmlgaDOS Operating System Calls and 
Disk File Management by D. Haynie 
Working with the Workbench by Louis A. Mamakes Prog in C 

Volume 2 Number 3 

The Amkji 2000™ by J Foust 

ARrst look at the new, h*gh end Amiga 1 * 
The Amfcja SK m by John Foust 

A to* a: the new. tow priced Amiga 
An Analysis of me New Amiga PCs by J. Foust 

Speculation on the New Amigas 
Gemini Part II by Jim Meadows 

The concluding article on two-player games 
Subscripts and Superscripts in AmigaBASfC by Ivan C. Smith 
The Winter Consumer Electronics Show by John Foust 
AmigaTrix by W. Block Amiga™ shortcuts 
Iniuieon Gadgets by Harriet Maybeck ToOy 

A journey through gadget-land, using C 
Shanghai reviewed by Kein M. Contort 
Chessmaster 2000 & Chessmate rsviewedby Edwin V. ApeJ, Jr, 
Zing! from Meridian Software reviewed by Ed Berteviu: 
Forth! by Jon Bryan Gel stereo sound into your Forth programs. 
Assembly Language on the Amiga™ by Chris Martin 
Roomers by theBandJo Gertocks are finally shoeing, & MORE!!! 
AmigaNotes by R. Rae Hum Busters., "No stereo? Y not?._ 
The AMICUS Network by J. Foust 
CES, user group issues and Amiga Ejtpo' 

Volume 2 Number 4 1987 

Amazing Interviews Jim Sachs by S. Hu»l Amiga Artist 
The Mouse That Got Restored by Jerry HuD and Bob Rhode 
SluethJng Public Domain Disks with CLI by John Foust 
Highflghts; the San Francisco Commodore Show by S Hi! 
Speaker Sessions: San Francisco Commodore Show H Toly 
Household Inventory System in Amiga BASIC™ by B Catley 
Secrets of Sc reen Dumps by Natkun Okun 
Using Function Keys with Micro Emacs by Greg Doug/as 
Amigatrix 11 by Warren Block More Amiga shortcuts 
Basic Gadgets by Brian CatVjy Create gadget functions 
Gridiron [u.'hjavc by K Oonfen rteMltoottM brfctta (p 
Star Fleet I Version 2.1 reviewed by J. Tracy Amigain Space 
The TIC reviewed by J. Foust Battery powered Ctock Calendar 
Metascope review by H. Toly An easy-to-use debugger 

Volume 2 Number 5 1987 

The Perfect Sound Digitizer review by R. Battle 

The Future Sound Dig i bier by W. Block Appfed Vision's SO 

Forth! by J. Bryancomparing JForth amd Mulli-Forth. 
Basic Input by B. Catley AmgaBASlG input routine for use in 
aflyour programs. 

Volume 2 Number 5 1987 conned 

Writing a SoundScape Module kl C by T. Fay Programming with 
MIDI, Amiga and SoundScape by SoundScape author. 
Programming in &BQQD Assembly Language by C. Martin 

Continuing with Counters 4 Addressing Modes. 
Using FutureSound with Amiga BASIC by J. Meadow AmicaSASiC 
Programming utility with reaf. dbgrtned STEREO 
AmigaNotes Rch Rae reviews SoundScape Sound Sampter. 
More AmigaNotes by H. Rae A t/thertcok at Perfect Sound 
Waveform Workshop in AmigaBASJC by J, Sheids edit J save 

waveform (cruse «i other AmgaBASIC programs. 
The Mimellcs Pro MIDI Studio by Sulivan, Jeffery 

A review of Mime'xs' music edifor/player. 
tnytiort Gadgets Part II by K MaybeckTdly Boctean gadgets 
provide the user w* an otVc-ff ussr interface. 

Volume 2 Number 6 1987 

Forth! by J, Bryan Access resources in the ROM Kernai. 

The Amazing Computing Hat d Dl sk R e vi ew by J. Foust 4 S 

LeoTion In-depth tooks at the C Ltd. Ha-d Drive, M:crobctiC5" MAS- 

Drive20, Byte by Byte's PAL Jr., Supra's 4x4 Hard Drive and Xebec's 

9723H Hard Orwe, Also, a took at disk driver software currently 

under devtopment 

Modula-2 AmlgaDOS™ Utilities by S. Faiwiszewsk A 

Caf:s lo AogaDOS and the ROM kernel 
Amiga Expansion Peripheral by J. Foust 

Explanation of Amiga expansion peripherals, 
Amiga Technical Support by J. Fcxjst 

How and where to gel Amiga lech support. 
Goodbye Los Gaios by J. Foust Closing Los Gatos. 
The Amicus Network by J, FojsI West Coast Computer Faire. 
llettcomco Shell and Toolkit by J. Foust A review 
The Magic Sac ty J. Foust Run Mac programs on your Amga. 
What You Should Know Before Choosing an Amiga 1000 

Expansion Device ty S. Grant 
7 Assemblers for the Amiga ty G, Hull Choose your assent* 
Shakeup Replaces Top Management at Commodore by S. Hull 
Peter J, BaczorUy S. Hull Manager at C8M gives an insJde look 



Logistic A review byRjtf art Knepper 

Organize 1 by A review Richard Knepper database. 
53000 Assembly Language Programming on the Amiga 

by Chris Martin 
Superbase Personal Relational Database by Ray McCabe 
AmigaNotes by Rae, Richard A look at FutureSound 
Commodore Shows the Amiga 2000 and 500 at the Boston 

Computer Society by H Maybeck Toly 

Volume 2, Number 7 1987 

New Breed of Video Products by John FousL,, 

Very Vivid I by Tm Grantham,.. 

Video and Your Amiga by Oran Sands 111 

Amigas & Weather Forecasting by Brenden Larson 

A-Squaredand the Live! Video Digitizer by John FousL 

Aegis Animator Scripts and Cet Animation by John Foust 

Quality Video from a Quality Computer by Oran Sands IIL 

Is IFF Really a Standard? by John Foust.. 

Amazing Stories and me Amiga*" by John Foust 

All about Printer Drivers by Richard Bielak 

Intuition Gadgets by Harriet Maybeck Tcftey, 

Deluxe Video U by Bob EBer 

Pro Video CGI ty Oran Sands HI. 

Digi-Vlew 10 DigitizerSoftware by Jennifer M, Jan* 

Prism HAM Editor from Impulse by Jennifer M. Jar* 

Volume 2, Number 7 1987 continued 

Easy! drawing tablet by John Foust. 
CSA's Turbo-Amiga Tower by Alfred Abuno 
68000 Assembly Language by Chris Martin. 

Volume 2, Number 8 1987 

Thrs month Amazing Computing™ focuses en entertainment 
packages for trie Amga. Amaing game reviews,, 

SDI, Eart Weaver Baseball, Portal, The Surgeon, Little Computer 
People. Sinbad. StarGltoer, King's Quest 1,11 aid 111, Faery- Tale Ad- 
venture, Ultima II , Facets of Adventure, Video Vegas and Bard's 
Tale. 

Plus Amazing monthly columns.- Amiga Notes, Roomers. 

ModuU-2, SW00 Assembry Language and The Amicus Network. 

Disk-2- Disk by Matthew Leeds 

The Color Fonts Standard bf John Foust 

Skinny C Programs by Robert Riemersma, J". 

Hidden Messages In Your Amiga™ by John Foust 

The Consumer Electronics Show and Comdex, by J Foust 

Volume 2 Number 9 1987 

Analyze 10 reviewed by Kim Sehafler 

Impact Business Graphics review by Chuck Raudoms 

Microfiche Filer review by Harv Laser 

Pages* Her review by Rick Wirch 

Glamoz Productivity Set 2j0 review by Sob Eiler 

Kickwork review by Harv Laser 

Dig a Telecommunications Package review by Steve Hull 

Mouse Tim* and Tl mesa vtr review by John Foust 

Insider Memory Expansion review by James O'Keane 

MkrobotJcs Sla.'board-2 review ty S. Farwiszewski 

Leather Goddesss of Phobos by Harriet Maybeck-Toly 

Lattice C Compiler Version 11 reviewed by Gary Sarff 

Manx 3.4a Update reviewed by John Foust 

AC-BASIC reviewed by Sheldon Leemon 

AC-BASIC Computer an a>temaive comparison by B Catley 

Modula-2 Programming S Faiwiszewski RawConsote Dev. Events 

Directory Ustinjs Under AmigaDOS by Da^e Haynie 

AmigaBASlC Patterns by Brian Catley 

Programming with SoundScape Todcr FaymanipJate's samples 

Bill Volk, Vice-President Aegis Devetopment, by Steve Hul 

Jim Goodnow, Devekoper of Manx 'C interview ty Harriet M 

Tofly 

Plus a great collection of monthly column s,„ 

Volume 2 Number 10 1987 

Hut Headroom and the Amiga by John Foust 
Taking the Perftcl Screen Shot by Ketfi Contort 
Amiga Artist: Brian Williams by John Foust 

Amiga Forum on CompuServe 7 ".- Software Publishing 

Conference Transcript by Richard Rae 

All Aboul Online Conferencing by Richard Rae 

dBMAN reviewed ty Clifford Kent 

Amiga Pascal reviewed by Michael McNeil 

AC-BASIC Compiler reviewed by Bryan Catey 

65000 Assembly Language by Chris Martin 

Amiga Programming; 

Amiga BASIC Structures by Steve Michel 

Quick and Dirty Sobs by Michael Swinger 

Directory Listings Under Amiga-DOS, Part II by Dave Haynie 

Fast File K3 with Modula-2 by Steve Faiwiszewski 

Window tO by Read Predmore 

Plus a great collection of monthly columns.- 

Volume 2 Number 11 1987 

Word Processors Rundown by Geotl Gamble 

PrcWri:e r Scribble 1 , and WordPeriect compared 
LP0 Writer Review by Manon Demand 
VizaWrita Review by Harv Laser 
Aedit Review by Warren Block 
WordPerfect Preview by Harv Laser 
Jez San Interview by Ed Botovtz— SttrGWK au*or spaaks! 
Oc-it-yoursetf Improvements to the Amig» Genlock 
Dkji-Paint Review ty Harv Laser 
Sculpt 3D Review by Sieve Pietrcwicz 
Shadowgate Review by Linda Kaplan 
TeieGames Review by Michael T. CabraJ 
fleason Preview: an intense grammar exanmation appacalton 
As I See It by Eddie Churthil WordPertecGizmoz VZ0 4 Zing! 
AmigaNotes ty R Rae 4 etottonic muse books 
Moduta-2 Programming by S.FaiwiSMwskt devices, LO, serial port 
£8000 Assembly Language by Chris Marm OspSay routines 
The AMICUS Network by John Foust-Oesktop Pubishng, Seyboid 
C Animation Part 1 by Mite Swinger Animation Objects 



BASIC Ten by Bnan Catkjy Pixel perfect tod postering 
SoundScape Part III by Todcr Fay VU Meter and more 
Fun with Amiga Numbers by Aian Bametl 
nie Browser by Bryan Catley-f dl Feature BASIC Rla Browsing 
Pius a great collection ol monthly columns.. 

Volume 2 Number 12 1987 

The Ultimate Video Accessory by Larry While 

The Sony Connection by Stewart Cobb 

15-Puzzfe in AmigaBASlC byZoHanSzepsI 

Life, Part I: The Beginning by Gerald Kufl 

The ullra-compIeK nine b'it so'uSion to the "Come of Lite/ 

Amiga virus! byJohnFouil 

CU Arguments In C by Paul Castonguay 

MIDI Interface Adapter by Barry Mas son! 

Am «a tOOO-styto MOI lUeriaces can fit A2£)00s or SOOs 

Modula-2 by S. FafwlszewsU Part 1: command tine catoiasx 

AirtgaMotes by Rick Rae audto changes made in ihe A50Q 

iA2000. 

Animation for C Rookies: Part III by M. Swinger coub'e- 

buflering. 

The Bkj Picture by Warren Ring Assembly language 

programming 

Karate Kid Revtowby Stephen R. Pietriowtoz 

GOl 64 review by John Foust, James O'Keane, and Rtck Wirch 

Three C-$4 experts nvestigate a new Amiga S4 emulator. 

A-Talk-Plus Review by Brendan Larson 

Calligrapher Review by John Foust 

Animator: Apprentice Review by John Foust 

Playing Dynamic Drums on the Amiga by David H Blank 

WordPerfect Review by Steve Hul 

Instoer/Kwikstart Review by Ernest P. Viveiros Sr 

RAM i ROM enpa-TSJon; Conments and installation tips. 

Forth! by Jon Bryan DumpHPort u*Ety lor your Mutj-Forfv 

bdhat 

As I See it by Eddie Churchill Djgi-Pairu. Portal, 4 Vtoecscape 

3D. 

The Commodore She w and Am I Expo: New York! 

Plus a great collection of monthly columns... 

Volume 3 Numberl 1988 

AmigaNotes by Richard Rae At gacigitalmusto generation. 
C Animation Part IV fag MfcbMl Swngee 
Forth by John Bryan Soring out Am^a CHIP and FAST memory 
The B I fl Picture by Warren R *ig Da^ngassembler language 
pfogramming; CU system cats and manipulating disk files. 
60000 ASssembly Langueage Programming bf Chris Martin 
•Create 2 muS -color screen without using Intuition rautras r 
Modute*£ Programming by S. Fafwiszawski A new mooJa-2* 
Amicus Network Special Report Fall COMDEX by J. Foust 
The ultimate Video Accessory: Part B by Larry Whte 
ilk: Part II by GeraJd HuE The Amiga Hitter.* 
FormaiMaster: Professional Disk Formatting Engine byC.Mann 
Put Batch language lo work en ihe cVudgary ol d^sk tormaaing . 
BSpread by Brian Catley tu! featured AmigaBASlC spreadsheet! 
AmigaForum Transcript ed by Rick Hae Amiga's Dave Haynie. 
Halcalc Review by Chuck Raudonis easy to use. spreadsheet 
VIP Professional Review by S Mitchell Manage stock porfaiio 
Honey Mentor Review by S-Kemp Personal finance system. 
Investor's Advantage Review by Ffchard Knepper 
plus "Poor Man's Guide to Ihe Stock Market" 
Plus a great collection of monthly cdumns„ 

Volume 3 Number 2 1988 

L aser Lig h I Shows wi in the Ami g a by PabtckM urphy 

Lasers and the Amiga. A Dazz i ng Tandam 

The Ultimate Video Accessory: Parflll by Larry White 

Take C>e f.ra' stepstowrd desgrtng your own videos. 

Our First Desktop Video by LaryVfote 

Step-b/ -Step guide b &$a.rui.iQ 1 prese^rg you Amga video. 

Hooked on the Amiga with Fred Fish ircefview by £d Berkovitz. 

Photo Quality Reproduction with the Amiga and DigJ-View 

by Stopnen Lebans 
Balancing your Checkbook with WordPerfect Macros by S.Hufl 
Hand your checkbook womes over to the Amga. 
More Basic Text by Bryan Catley easier ted on an A-r^ screen 
Ufa: Part Hi by Gera'sHuil 

Sries winds up wsth famed ntoeXA calcutaton & source to UFER. 
Solutfons to Linear Algebra through Matrix Computations 

by RopbertBis 
Simplify matriit algebra with basic operations & routines. 
Modula-2 Programming by 5:eve Faiwiszewski 
Catering up w-.th Caic-a source ioltoVup, 
68000 Assembler Language Programming by Chris Martin 
Graphics- Part II of Awwgnm. 
Aruok's Tomb mteryiew by Kennetn E. Schaeter 
AIHT by S. Fa.wiszewskt imovatrve iconbasede pregrgm.lang. 
Forms in Flight by S. Pierowicz Render & Animate 3D objects 
Silicon Dreams and the Jewel of Darkness by K E. Schaeter 
Leisure suit Larry by Kerne th E. Schaeter 
Two New Entries From Microcodes by John Foust 
M501 &panscn4 Startxard B MtiSFunfltonboard. 
Mlndlight 7 and People Meter by John F<xat 
Phantasie Ken E, Schaefer Ansang Phantasie Character Editor. 
Plus a great collection of monthly columns... 

Volume 3 Number 3 1988 

Desktop Vldeo.Part I V by Larry White 

Put all the pieces together- ew desktop video commercia . 

The Hidden Power of CU Balch Ble Processing by J, Rolhman 

Make your Amga easier to J&e with CLI Bath files. 

A Conference with Eric Graham ecisd by John Foust 

The mastermind beft,nd Scutpt 3D and Animate 3D. 

Perry Kivolowttz Interviewed by Ed Bercoviti Amiga nsights 

from a ma;cr developer and personalty. 

Jean "Moebius" Giraud Interviewed by Ed'ward L Faoigan 

Avant-garde art comes to the Amiga-in daulmg term, 

PAL Help by Perry Kjv&Iovuu: A 1 000 en parson reliability. 

Boolean Function MWmitaUon by Steven M. Hart 

A useful dgita: oesgn led n A-ngaBASSC. 

Amiga Serial Port and Midi Compatibility for Your A2O0O! by L 

Riser and G. Rena Add an AiOOO-stye senal port to Hi A2000! 

Pectric Network Solutiofls the Matrix Way by Robert ESis 

Engjneers! PracSde routnes kx using ma&a algebra. 



The A.M.U.G. BBS List compiled by JoeRcthman. Chet Solace, L 

Doroihy Dean 514 BBS phone numbers in the U.S. 4 Canada. 
FACC It reviewed by Graham Kinsey Speed your floppy drives, 
Uninvlled reviewed by K E. Schaefer 
Flow reviewed by Pamela Rothman brainstorms into mental art 
Benchmark Madula-2 Compiler re Aw ed ty Rch'e Bielak 
Modula-2 Programming by Stove Farwiszewski 
^ caTeoan de.'Ce and S-rrp'e sprites n action- 
AmigaNotes by R. Rae A100Q! Software>«wtehable output fitter. 
Roomers by The Bandito Am, Expo, rtdurtart i .4, Commodore 
The Big Picture by Warren Rnj ■ Unified FieW Theory!l 
Plus a great collection of monthly columns.. 

Volume 3 Number 4 1988 

Highlights from. Ami Expo, Los Angeles by Steve H j i 

Writing a SoundScape Patch Librarian 7. Fay Sys:eri Eiciusjve 

Upgrade Your A1000 to A50O 2000 Audio Power-by h Bassen 

Modifications to he£ your Ai $x make sweet music, toef 

Amiga Audio Guide Listng of all Amiga aucio products. 

Gels In Multi-Forth by John Rushakra 

Macrobatf cs by Patrick J . Morgan E ase the trauma ol a ssem bry 

language programming. 

Amiga Audio Sources The folks behind ill those audio products. 

Take Five! by Steve Hufl five Amga games revewed. 

Amiga Notes by Rick Rae A base :our s! Amiga aucio. 

The U Itima le Video Aceesory , Part V by Larry Whte 

Bug Bytes SyJohnSleiner 

The Big Picttm: by Warren Ring Part II Un lied FekJ Theory. 

Roomers by The BancMo 

Hardware tijris ... Toasted video .., Ihe d-neam Amiga -. and more! 

In the Public Domain by C W. Plane 

Time Bandit review by Keith Con'oft 

AudioMasier review by B. Larson Real ine dating sampfes. 

Music Mouse revlewbyJHerr^Lowengard 

Making music wahout tfsng a fnger {ton *» mouse, 

Amiga-Tax Canadian Version review bf Ed Bercovt& 

A Canadian hcome tax planning, preparaion, 4 analysis package. 

SAM BASIC review by Bryan Catley 

A new B A5£ which erp'a's even more unique Amiga features. 

Volume 3 Numbers 1988 

Interactive Startup Sequence by Udo Pemisz 

The Command Line pert t by fi>ch F#ccn&ag 

AmfgiTrtx IE by Warren Block-Tips and tidats to ease Amiga Sfe 

Amiga Product Guide: Hardware Edition 

Proletariat Programming by P Quaid— Public domain compilers 

The Companion by P.GosseJm Amiga's Eve^tt Handing capability. 

Mind Light 7 reviewed by Davvd N. Blank 

VideoScape 3-D 2.0 reviewed by Da/id Hcpkins 

Extend rev^^d by Brj-an 3 Ca: ey— lr, AmigaBASlC ertensron 

AssemPro reviewed by Stephen Kemp 

Opening a door to assembry language program mrng. 

APL&80M re-viewed by Roger Nelson 

Book Reviews by Rchard Grace— Three "C pfogrammmgierts. 

CBTREE reviewed by Michael Ustman 

A tidy cofiecton o! functions to aid the C programmer. 

The Big Picture by Warren Ring 

The three-pan Unified Rett Theory winds up 

Modula-2 by Steve Fawiszewski 

TerT-: nation Tiodules lor Benchmark and TD: c 

&&Q00 Assembly Language by Chns Mamn 

Peeling away the compi.cation of tf splay 'outines. 

Plus a great collection of monthly columns... 

Volume 3 Number 6 1988 

Bear Time Reviewed ty Sieve Carte-' 

■?.-r.-.±--- : T ; Alpena ivAlOOt beOen/^ndedc :•:■•:■.' 

Acquisition Reviewed by Dawd N. Blank 

A lock inside me latest release ol a powerful relational database. 

Butcher 10 Reviewed by Ge'ald Hull 

A t dy GOlacSOfl of drrerse image pfxessing utilites. 

Reassigning Workbench Disks by John Kennan 

End' ess 3i&*. swapo<ng oomei to a rcercnj end. 

Product Guide: Software Tools Edition 

Afctngjoftf tvpndjcn you mod to put you -- gate icut 

An IFF Reader in Multi- Forth by Warren Btock 

Crea(e> an easy to use IFF reader in Mutti-Forth. 

Basic Directory Serk'iee Program by Bryan Catley 

A ptPflr a tl W Ptng altemabve to the GimxeeZsrcZe;o windows. 

C Notes from the C Group by Stephen <eno 

A btgjrmrt gpAtetol* power of C pfogramming, 

An Amiga Forum Conference with Jim Mackraz 

The Amiga market as seen by fce Stepbtoer of Wuton." 

Son of Seven Assemblers Reviewed by Gerid HuB 

A oemparatve bacia between seven natve-code wsemblers. 

The 19MCommooore Amiga Devetopers Conlerence 

A look ins'de the conferences hetd m Washington, DC. 

Amiga Working Groups by Perry Kivolowiiz and Eric Lavltsky 

An outine cf *e innovai'/e Axiga WoiXng Groups ccxep*. 

The Command Line by Rich FtiDOflbufg 

Ejpionng the muhi-taferied UST command. 

Plus a great collection of monthly columns... 

Volume 3 Number 7 1988 

Look, Up On the Screen, It's an Ami... if s a Pro,.. It's SuperGen 

revswed by Larry WWto G ifl&cfc com oar sons 

An Interview with 'Anlm Man.' Gary Bonham 2y 9 Larson 

An animated conversation with L*ie man behind the format. 

The Amiga at Spring COMDEX In ABanta by Ea Berccv-.!! 

Amiga Product Guide: Video Graphics Edition 

Thrieen pages devoted to the Amiga's dazziig strong suit. 

The Developing Amiga by Steve PWrowta 

Devebpers" notes: PD vs. shareware vs. 1-eeiy AtifoMfak 

Boli Those Presses! by Barney Schwarti 

Welcome » the dandy, demanding wond or oesktop pu&tshtfig! 

Linked lists in C by W, E- Gammitt Ptt dynamic memory to work! 

FrameGrabfcer Preview by Cran Sancs 

Captunng an image can now be as fasi as punching a single keyi 



Amazing Volumes/ 



A First Look at Interchange reviewed by David Hopkins 

Bridge the gap between those ^compatible animation packages. 

Perfect Vision reviewed by Bryan Casey 

Capture, digitize and save pictures torn any video sou co 

ProWriteiORavtew renewed by Pamela Rahman 

A grapoc wort processor speoafiing in eflbert editing. 

0*jg*sMaihAqueriimi;mArttfitotfcemat>csbyR.B^ 

Sear Products Mega Rex f l Expansion RAM by Sieve Carte 

The Command Line by Ren Faconburg 

Amiga Notes by Rck Rae 

The Gtver Guys" Syntfia: A dgrtal symhesiief features worn slop, 

CNolw from Ihe C Group by StepJien Kemp 

Weathering the unknown # C" of base object and data types. 

Plus a great collection of monthly columns™ 

Volume 3 Number 8 1988 

The Command Line by Rich Faconburg 

The Journey into the CU confcrues. 

The Developing Amiga by Stephen R. PSetrowez 

A gaggle of great prog ranging tods. 

Modula-2 FTograrnrriing by Sieve Faiwiszewskr 

Libnufes and the FFP and IEE Mast- Routines. 

C Holes from the C Croup by Stephen Kemp 

Arrays and pointers unmasked. 

Dirt Castle reviewed by Keith Contort-Tne Black KrightWu 

Ports of Call reviewed by JuSe Landry 

l^thenteck reviewed by Wch3£*Creeden-Ra^ 

Capone reviewed r^Jcvwar^RcfityHcte-Uc^Gunsofaia 

Casino Few feviewed by Michael T, Cabral— Vegas on Amiga 

Ferrari reviewed by Jeflery Scon Has— Start your engne 

Arfcanold reviewed by Graham fcnsey~"blockbu*ier" 

EbOASiar by Keen Corifonj -clack hole Peking. 

Deluxe PfoducUonsreviewed by karv Laser— video wuanJry 

Game Paan by Jeflery Scca Hal— Register your quesbenshere. 

TrackNotiS* by Darryt Joyce 

Convert a standard teari trackball into a peppy Amiga TrackMouse, 

Amiga Interlace (or Blind Users reviewed by Carl W, Mam 

An ingenious interface that opens the Amiga to even more user* 1 

Video In tf*e Sunshine State reviewed by Stephen R. Petrowci 

RGB Video Creations hosts a video umeffingl 

Amiga Product Guide: Games Edition 

TumbtnY Tots by Davd Ashley— assem pi y language program, 

Plus a great collection of monthly columns.- 

Volume 3 Number 9 1988 

The Kideo Tapes by John Oancurand 

A Georgia elementary school puts desktop video to work. 

Speeding Up Your System by Tony Preston floppy *sk caching 

Amiga Product Guide: Education Edition 

Everything you need to send your Aniga to the head of the dan. 

Computer Aided initruclion by Paul Castonguay 

Authoring system in AmgaBASlC. 

Gets in Mulii- Forth, Part I: Screenplay by John Bushakra 

Make d* FF converter from Part I easy to useeadgets. menus,#tc. 

AiriEapo Midwest H by Mcnaei T. Cabral 

AterlaXirigihB coasts by storm, the Amiga wows Chicago 

fntelOtype by Karv Laser-Learac. to type made easy and tun? 

Shakespeare by Barney Schwab-Desktop puctshing h M cdor. 

XSpecs 3D by Steve HuJ— A new tfmenston in Am'ga grepfics, 

AmigaNotes by Richard Rae-Hdw IFF sound samples are stored? 

Take Five! by Sieve Hun-Beat the bactto-sehod blues « 

The Command Una by Rich Falttjrburg-H^ntinung tour of CU, 

Hot on tha ShefvH by Mchaei T. Cabral & Michael Deaden 

What do you get when you eom&ne intense war strategy wiffi a 

rnerwiwmenKin^andc^skicppresersion? Checklcut 

BugByiesbyJohnSiener 

C Hoses from ft* C Group by Stephen Kemp 

Operators. eipressiors, and staterrants h C uncovered. 

Roomers by The Bandito Can Apple Ikjs Plus keep Amga away' 

Volume 3 Number 10 1988 

A First Look Ai Deluxe PftoioLab reviewed by David Ouberman 
A paint package, poster ■make-', and image processing program 
DiskMatter reviewed by Steve Hull -file management utility, 
DSM; A MC6S0000 Disassembler reviewed by Gerald Hud 
Looking tor easfy rnodifiabte, assemSer-rearfy code? 
FBasiclahBuage System reviewed by PatnckOuakJ 
BASIC compier and development system. 

gray scales, cokx canvjc/aphy, maiing rrrtems. and mur^ more. 
The Command Una by Rich Faieontiurg 
NEWCLJ; A painless way to create a new console window. 
The Developing Amiga by S. P<etro*ici Usenet-^- Hour News 
C Notes from the C Group by Stephen Kemp — toops 
Roomers by The Bandito WP wars, ignominious interlaces, 4 mere 
PD Serendipity by C.W. Rane-Fred Rsh ediectenpasses 150. 
Comparison o( MuttiScan Monitors by Steven Bender 
Five attiean a'tematves square often te desktop. 
Record Keeping tor Freelancers: 
A Supertuse Professional Tutorial by Marion Detand 
Record keeping system lor tree-tanca photographers and others. 
On The Crtfti ng of Programs by David J. Hankins-A took at 
optimization kicks off a series oi articles on programming savvy. 
Bob and Ray Meet Frankenstein by Robert O'Astc— Create, 
animate, and metamorphose graphics objects in AmigaBASiC. 
Digital Signal Processing In AmigaBASiC by Rccert Bs 
Perform your own dig taf etpeoments with Fast Fourer Transform j. 
HAM S AmigaBASiC by Bryan CaSey— Pack your AmigaBASC 
pfocrams wto miry of *w Area's *G96 shades' 
CAI-^Computer A>d*d Iniirucbon: Part II ty Paii Castonguay 
The Edhcr pmo^m wraps up our Minify system n Am^aBASC 

VoJume3 Number 11 1988 

Desktop Publishing with Professional Page by Barney Schwartz 
tutorial in document creation, plus some jazzy enhancements. 



z by J, Hal gaming hints, tips, high- score secrets. 
Structures In C by Paul Castcnguay C programming n an nuttheJ. 
On The Crafting of Programs by D. Hankjns speed up your progs. 
Desktop Video VI : Adding the Third Dimension by Larry While 
Ufiraveir^ltecompiefirygnDtory^ 
A2000 Hart Drive Round Up by Shekton Leemcn 
Keycfck by Mai M. Ouppong a t/pewTier cftfc in ycur keytmrd. 
More Linked Utels in C: Technique* and Applctttons by Forest 
W. Amokf Procedures kx managing tsts, storing drrerse data types 
m the same 1st, and punngLsts to work in your program s 
BASIC Linker by Brian Zupke Combine Individual routines from 
yot/pro^amitra^ior^B^eaneiecutabieprco^m 
The Devdoptng Amiga by Steven Pietrcwicz 
A kwk at mysteries and successes behind effideni beta testing. 
Modeler 3D Preview reviewed by David Hopfts 
A peek inside a new, open-ended 3D package. 
AProDraw Graphics TiWet reviewed by Ke» Contort 
Anisa! Meet the tuirtd Amiga graphics. 
StarGIdertl reviewed byJehery Scott Hal 
Those rtstkig Ergons are back tor another laser -lasfsng. 
WStwf reviewed by Lawrence Uchtman CU subsutute. 
HotontheShe^eS;byM,Cabralv•ruses,mlJSl:.^ao f c^o 
mastery 

PD Serendipity by C.W, Fiatta Fred Fish asks U9-tS2. 
Roomers by The Bandrto Golden RAM, lfrbit voeogames, CO- 1, 
another HAM sldrmisri ... what couM posssbty be NeXT? 
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Hot on the shrtvn by M. T. Cabral 

Graphic aoventire, control ow Preferences, a Postscript pnnt 

utity. sequence kve acton anmam a new deal lor user groups 

and ihe figure construction set. 

TO Serenely byC.W. Pane 

Fred Fish rJsks 156-165 

Bug Bytes by John Staner 

M the latest from the world of bugs and upgrades, 

Roomereby The Bandito 

AmiEpo. C.D. ihe latest from Commodore and more. 

ArriEipo Calrfonta By Stephen Kemp 

Hot— AI the news. 

EMPIRE reviewed by Stephen Kemp 

EMPIRE, trie game of conquest, has EnaJyccme to frs Amiga. 

Virus Infection Protection (VIP.) reviawd by Jeffery Scos HaJi 

What makes a computer sick and the cure- 

The Command Una by Rich Falconburg 

What to do when ihe commands of AmigaDM tiL 

Cwtvertng Patch LAranan Files by Pha Saunders 

How to get your Kuril from there to here, 

ECT. SampfeWare by Tm Mrjhansingh 

The E,C T. samples contan several gems. 

The Creation of Don Bluth't Dragon's Lair by Randy Linden 

A took behind the scenes 

Easy Menus in JForth by Phtl Buk 

HELLO WORLD, 

Ejiend^ArrigiBasiccyJcr^KarTan 

The use of Serary cats from wiflw AmJcaBASlC, 

Better Dead Than Alien renewed tyjefey Scott Haa 

Dent fire una you see the yeens of their eyes. 

Getting Started in Assembly by Jeff Glaa 

An rttroduction to A"niga assembly language programming 

ACBASIC 1 .3 reviewed by Bryan Galley 

Release I 3 ol Absort's AC/BASC compier lor Bie Amiga. 

Thexder reviewed by Bruce Jordan 

Thexder turns out to be a real screamer: Adon, Adventure, 

Fantastic Sound, and (timing Graphics. 

Magellan: The AMIGA Gets Smart reviewed by Steve GJmor 

The worlds of artfcal nte&gence cones to She AM&A in ihe tarn 

c*A.L system software. 

C Motes From The C Group by Siephen Kenp 

Program or fuiCWn coord codng; Ihe case history. 

Amiga Dot, Assembly Language, And FileMottl by Dan Hutii 

Weapons in me war against hie overload; accurate, descriptive to 

naming. 
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The Wonderful World of Hashrtque reviewed by Shamms Mcrter 
A review of tw Am^ca software products of Hash Enterprises 

Desktop Video by Rchard Ss-t 

Thinking aboutgertng n© Vrfeo? Here's what youl need to know. 

industrial Strength Menus by Robert DAsto 

Add some snaay submenus to your AmigaBASfC cuisine 

Second Generation ID Animation Software by Geoffrey Wiiiams 

Cel Animators and Key Frame Animators, 

how they differ and a kx* into their use. 

What's The Drff ? reviewed by Gerald Hii 

A review of Lattoe s Compter Companion 

ScroBtog Throogh SuperSitMap Windows by F^ Predmore 

How toirnptement SuparStMaps 

fa- viewing or dnmng into targe gnphe areas. 

Aire m 3D ty Shamms Mortw 

AreviewolCaigan.a HagrvEnd 3D sculpting & animation package. 

Sync Tips by Oran J, Sands ill 

Dot crawl, the Am>ga and composite vdeo devices. 

How May I Animate Thee? , Lei Me Count The Ways- 

by Shamms Mcrter 
An overview of animation techniques. 
Stop4tobdn AnimaSon On The Amigi by Bnan Zuoka 
A hands on aaproact- to aTaraion and ine Am ca 
Roomers Dy Tne 3arYj& 
Commodores deai. RWU cf*p cr.it, and more! 
C Notes From the C Group by Siephtfj fenp 
St-ucures - A powertjt feature of C 
On the Crafting of Programs by Davit J. Hankins 
Whai Format is r-ghtbr you 
Tha Command Una by RWl Faconourg 
A took at new and improved Assembly Language commands 



Ouestron ll reviewed by Jeifery Scot! Hall 

Questran If - It's a journey back In time 

Pointers, Function Pointers, and Pointer Declarations In C 

by Forest W. Arnold Reducing data type dewtiencies 

Lis Vegas Comdex flaport by Louise Brinfcmann 

Commodore's new £503, 2500 JX. and more! 

PNbdetohla World of fcxrimodore by Chris Darsch 4 Ret Rae 

rtgrigtts o! Phiadeiprta's Ccnimodore Show 

STELLARYX Review by Stephen Kemp 

ExsrSng t chaieng^ng , Temfc siereo and sound effeos 

Arkanoid Impostere: Unmasking the Impostors, reviewed by 

Jeifery Scon HaD 

A look at A/kanoid look-alikes 

Bug Bytes by John Steiner 

Bugs and upgrades 

Death of a Process by Mark Cashman 

Devetop an error handling modute in Moduta-2 
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McvieSetten Tha Heit Genemtion by Steve Gamer 

A new level in Amiga animation 

Ami Forum by Steve Ptetrowftz 

The Amiga pays a mid-winter visit to Mickey's hometown. 

Max Morehead Interview by R chart Rae 

Rick talcs to me creator of Moviesetter. 

A Common User Interface tor the Amiga by Jam Baytess 

Dees the Amiga need a knder. gentler riterface? 

Supertoase Professional by Marion Deiand 

A user's took at Suceroase Pro. 

Microfiche Filer Plus by Ronald Coumar 

A nufc-tasJurvj database that uses AHea to work with other progr* 

Torch 2081 byJeflery Scott Hal 

Fast actwn, and smooth graphics 

SPY by Steve Fawiaewski 

Programming mtrgue n Mocda -2 

Sync Trpsfcy Oren Sands 

Geo^ns^lheo^rtock. 

On Ihe Crafting of Programs try D J. Hankins 

Do we need a common standard for C program ming? Look ANSL 

C Notes from the C Group by Steven Kemp 

An iriSTOduGirjn to unions 

The Command Line by Rich Falconburg 

ED, your Workbench Screen Edtor 

An Introduction to ARewt programming by Steve Farwuewski 

Cambing the Towers of Hare*. 

Crunchy Frog by Jm Fere 

Affliga-speeftc c programming. 

Super Bug Bytes by John Steiner 

Adcuyeodseofbygropei-ant 

New Products by Mehaef Creeden 

Whais New? Deluie Prnt II, The Tailing Animator. 3 4gt lun ( 

Roomers by The Bandrto 

Big resignation alCemmoucre, and ihe Bandrtosfe 
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Falcon reviewed by Joe [Kara 

Latest from Spectrum Hoiooyte's hangar 

Air Warrior reviewed by Michael Man b no 

Hook up via modem and bart-e it out wnh international opponents! 

Carrier Command reviwed by Lawrence Uchtmann 

AdnraJ Ubhtaan signi up (or earner duty 

World of Commodore Toronto by Ed Serfcovitt 

Ed Ses his report from Toronto 

Fractal Fundamentals by Paul Castonguay 

Experiment on the edge of a new science: create your own fractals 

Image Processing with Photosynthesis by Gerald hui 

An eaperimentwitn a repertoire of AI imac^-proeessing techniques 

GirnozZO by Sieve Can* 

Steve Carter reviews versen 2.0 of Digital Creations" box o' fun 

ArrtgaTEX by Barney Schwartz 

A page description language from Radical EyE software 

flickerFhter by Sieve Bender 

Steve gives us a dear perspeebve on MfcroWay's ftekerfuter 

Berehmark1:I^yuiiyiingtheMC«6B31 by Read Predmani 

Part I: TLrtcchanjrig the savage benchmak 

Breaking the Bmip Barrier by Robert D'Asto 

Streamine your A^^aASC Ibrary access wtfi Quck-U) 

Double Play by Robert DAsto 

AmigaBASiC program yalds double vision. 

C Notes From the C Group by Siephen Kemp 

A walk through preprocesor control Srves 

New Products jnd other Neal Stuff by Michael Creeden 

3-M-dous! The tatest Irom MchTfon, MicrcEd and Mindscape 

The video Desk by Larry Whie 

The A-niga meets Nfcon Camera 

Roomers by The Banddo Mac^etoopteai risks on titeHdruon?-, 

Amca first Stop for WordPerfect 6.u?^arto fte HAM pant wars. 
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Ami EXPO NY 89 by Sieve Gdlmor 

Arnica takes a bte QUI of ihe Big Apple. 

AmfEXPO Art and Video Con le if Winners by Sieve Jacobs 

Wfinsrs of the first-ever AmiEXPO art event 

Addahg the Noi-So-Hard Disk 5y J p T w3 rdy 

Shonon memory? framing a Ha*d Dnve was never so easy. 

Hard Dfives-an Introduction tyJonABoufle 

A sfriighdcrwaro . *no-doule' corrpanson of Ha-d Drives. 

Tax Break by Km SchaN«r 

OXX's new tai program. 

The Max Hard Drive Kit Oy LVikf W. Morgan 

A Had Drrve installation project, usog PaJomax's Max kt 

Menace reviewed by Jeffrey Scon HaU 

Blast aliens 4 destroy ihe evil Draccnia. 



Sync Tips by Oran J. Sands 

Oran presents a clearer picture of video and computer resolutions. 

Passing Arguments by Brian Zupke Am ig» BASIC subprogram 

explains step-by-step now lo pass data Irom the CU to Am igaBASiC 

C Notes from t+ C Group by Stephen Kemp 

A hum crous view of tiie wacky wond of programmers 

Creating a Shared Ubrery by John Baez 

Program for increased Amiga productvtty- 

MuftiSort by Steve Farwisiewski 

Put your daa in (a place with ti% uffra orpjanriing progrim. 

New Products and Other Heat Stuff by Michael Creeden 

Face-off win Gretsky. play Peasso with Banc An Encoder, balance 

your Desktop Budget, plus more. 

Snapshot by R. Brad Andrews 

Four exciting A-riga games are reviewed . 

Roomers by The Bandrto Amiga devetopere go lor tie bucks, 

Ccmmodore stock up. & Paint Wars. 

Bug Bytes by John Steiner 

Sch- Logic's PageStream, and more 
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The Business oi Video by Steve GDmor 

Get started In the video business. 

An Amiga Adventure Oy Larry White 

The pj'obetrottng Amiga m Cologne, Germany. 

Uninterruptible Power Supply (UPS), Part t by Steve Bender 

Vottage spies, surges, power taJures? Are tiiey uncommon? 

The Amazing Audio Dig HHtr f^AjirJreTr»berga 

Cfoa%Amkjaiuototorle*s^uilrirgycu'3wnstt 

A UD< Oirt Interface by Br. Serapfm mnstow 

Helpful tips tor happy jam m ng, 

Digitized Sounds in Modula-2 by Len A Whtte 

Produce repressive soi^d enacts w*t sampled sounds. 

Sync Tips by Oran J Sands 

The secrets heden oeneaii the ticker mode. 

On the Crafting of Programs by David J. hankins 

See how Lattice C 5 C2 neasures up, 

Insta Sound In AmigaBASiC by Greg SfrngteJow 

The sounds you warn lor your program— in an instant! 

Who are you, Mr, GuroT by David Martin 

David exposes tfis Amjga deviant tor what he ream; is. 

Gold Disk's Professional Draw by R. Shanms Mortier 

The latest in pmlessona; era wing toofs from Gold Disk. 

Becb-onic Arts' DelmePalnt II by David Duoerman 

DPaets pahtrush grows leel— combines paint wtii animation. 

Aegis's AudtoUutarl by Phi Saunders 

Aegis's newest rendaton of sound samping i ec^ is reviewed. 

New Wave Software' i Dyni ittic Studio by Chuck Raudcm 

New Wave s on a ro.1 wih tfus fotow-up to Dynamic Drums. 

Dr. Ti MIDI Recording Studio by Tm Mohansingh 

A high-perfomiance, tow-budget remedy lor your MIDI Is. 

Snapshot by a Brad Andrews 

Aten Syndrome and Teths are among ihe new Amiga games. 

New Products and Other Neat StuJI by Michael Creeden 

Central Coast Soft** alt huddteover phony ObaeklO. 

<&vlncin«etsrJiSfteywri^rjPartllL3to 



Bug Bytes by John Sterner 

VjusX3J an era twh. some bickering from NagPks lO.pias. 

Roomers by the Sandto The Bandrto sulks Am.EXPO NY, AterV 

Nintendo lawsu< expands, s the Beatles get a little hep from me law 

PD Serendipity by C,W. Fiatte 

C.Yt. covers Fftd Fish Irom 189-200. 

C Notes from the C Group by Stephen Kemp 

FoakMfed rxtpjl lutoidns. 
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New Products 1 Other Neat Stuff by Mcnaei Creeden 

Add another drrensen to your Amiga win Design 3D, Escape Irom 

ihe abandoned planet Atrai. and more! 

Adventures in ARexx by Steve Gilmor 

Enter the world of multitasking with a powerful super- appleaton, 

NAG Review by Maron Deiand 

An electrode apoomtment calendar with a sense of humor, 

Digi-View Goto < If s Coktioy Qtucs Jordan 

A ,-evew d NewTek's ndec cTgrizirg system. 

Bug Bytes by John Stew A took ax some problems wrai*» 

A2090 conttftr card and ragtwesotLton & more. 

KindWofds Preview by liaoon Deiand 

H^h-quaiity fents plus gtaphics, at the expense of speed. 

PageStream tutorial Part I by Bamy Schwaru 

A look at Sort- Logo's Ml -featured occurred processor, 

Video Preperation by Otto Focus 

How to plan your video before you go on vacatbn 

Roomers by The Bandto The i3anrJto takes a look at 

Ccr roocre i ^rure and me end d the Apple JL 

At Your Request by John F, Wextehim 

Design your own requestors in AmgaBASlC. 

Exploring Amiga Disk Structures by David Mamn 

Atockattheheaio'theAm^a: ArnigaDOS. 58 

CMI Acceptor Processor review by R eh J. Grace 

Boost tne performance of your Amiga at a row cost. 63 

Diskless Compile In C by Chuck flaudoms Make cevefopment 

easy with COMPfLE, a UMeatured program mer's workbench. 

(UPS), Part P by Steve Bender Steve continues his dscusscn on 

the techno aspects and deals or vanous types of UPS units 

Programming the *M1 Pari I by Read Predmore 

A dscusson on rewfc caWate Mandelbrot a JuU sets 

C Notes from the C Group by Stephen Kemp 

Sieve Discusses temi ways to avoti problems when ptssing 

parameters between functions, 

PD Serendipity by C.W, Flate 

C.W, covers Fred Rsh disks 201 *210, 

TobeeonSfiued...^.,. 
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by Barry Solomon 

It all started with my friend, Simon. 
We met while working at a fancy audio/ 
video store. We got along right off the 
bat. 1 loved listening to him talk about 
his computer. At the time he had an 
Amiga 1000 and was about to trade it in 
for a 2000. I guess I wasn't the only one 
he mesmerized with his tales; two other 
guys in his department had recently 
purchased Amiga 500's. They loved to 
talk about their Amigas, but when Simon 
spoke about his... Well, there was a 
certain gleam in his eyes. He was like a 
sixteen-year-old boy who had just 
convinced that special girl to accompany 
him to the prom. Whenever we had a 
moment to spare at work, he would 
tantalize me with stories about his 
amazing machine. 

He talked about computer graph- 
ics, animation, and ray-tracing — all of 
which I knew little or nothing about. 
Each time we spoke, I became more and 
more curious about this mystical device. 
He brought in a few issues of Amazing 
Computing. I became more fascinated 
each day and was soon borrowing 
copies to read at home. 1 began to 
question him daily about articles I had 
read. He could not supply me with 
enough magazines. In a few weeks he 
was bringing them to work in bundles, 
and my questioning, I'm afraid, turned 
into grilling. .Always the good sport, 
Simon took it in stride. 

Then one magic day Simon 
brought that infamous Amiga demo tape 
into work. I must have watched it at least 
20 times on our best monitor with my 
mouth hanging open. I had always been 



interested in graphics. In my younger 
days, I had even gone so far as to make 
a few attempts at film animation. I 
suppose I never followed it through, 
because I never really considered myself 
an artist. 

By now I could hear the wheels 
turning inside my head. I could almost 
smell the smoke I imagined must have 
been pouring out of my ears. Hadn't I 
always been fascinated by colors and 
shapes and motion? Hadn't I always 
wanted to be creative? Didn't I have a 
brother-in-law who ran the video 
department at a local hospital, and did 
video work of his own on the side? And 
couldn't he, just perhaps, use some 
computer graphics??? 

I spoke with my brother-in-law 
after work that day, bringing the subject 
up oh-so- carefully. It turned out that, 
yes, he thought it was a great idea and 
he could probably budget some money 
into his projects for computer graphics! 
Well, that was all I needed to hear! I was 
off and running, I began to purchase my 
own copies of Amazing Computing. In 
fact, I bought every Amiga magazine I 
could find. Not wanting to make any 
mistakes, I even bought magazines on 
PC's and Macs. My questioning-rurned- 
grilling of Simon became a regular 
inquisition, but he took it like a champ. 

I was about four months into my 
quest when I received my second omen. 
I was roused from my lunchtime reverie 
one day to help answer an unusual 
question from a customer. It seems 
someone wanted to know if our VCRs 



worked on NTSC video. Now to be fair 
to the other salespeople, they all knew 
that our VCRs were NTSC. I guess they 
were just thrown by the question, 
because all VCRs in this country are 
NTSC. In a sense, it was kind of like 
asking, "Does this hair dryer plug into 
the wail?" or "Is this peanut butter made 
from peanuts?" 

I ran upstairs and introduced 
myself to a very pleasant-looking fellow, 
I explained that all our VCRs were NTSC 
and that, in fact, all American television 
of any type or format was NTSC. The 
customer quickly informed me that what 
he really wanted to know was whether 
the VCRs had an NTSC video input jack. 

My curiosity was roused. "If you 
don't mind my being nosey, why do you 
ask?" 

My heart began to race as he 
explained that he had a computer set-up 
with an NTSC output and he wanted a 
good VCR to record some graphics, 

I think my voice must have cracked 
as I asked, "What kind of computer?" 

"An Amiga/' he answered. 

"Oh, which one?* 1 

He laughed and said, "Well, I have 
a couple of 500's, a couple of 1000's, and 
a few 2000's." 

I must have been staring. "Just who 
the hell are you?" I stammered. 

"I'm Don Hicks, Managing Editor of 
Amazing Computing. Pleased to meet 
you," 

If I needed any further convincing, 
that was it! The gods were definitely 
smiling down upon me. Like Steve 
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Martin in The Jerk, I had a li Special 
Purpose." I began in earnest die Quest 
for Funds. Friends, neighbors, relatives — 
no one was safe. I begged, borrowed, 
weaseled, and cajoled my way into a 
modest 2000 system. 

The first thing that occurred to me 
was that, not being independently 
wealthy, this would have to be a sideline 
for me, at least for a while. I realized that 
most of the video professionals who had 
authored the many articles and columns I 
read were indeed professionals and had 
been in the video business for quite 
some time. The Amiga may have been 
new to them, but video was not. 
Basically, I was starting from scratch, 
although I did have the distinct advan- 
tage of having a connection (my brother- 
in-law) to whom I could pitch my 
services. 

Almost a year passed between the 
day my interest began and the day I 
picked up my Amiga. Until that day I 
had never actually seen an Amiga. I had 
researched it up, down, and sideways 
but had never really touched one. I 
would venture to say that of all the 
people on this planet who have never 
used an Amiga, I knew more about it 
than anyone. 

I have been in business as View- 
topia Computer Graphics for about nine 
months now and have completed six 
projects. (I am now working on numbers 
seven and eight.) What I have learned — 
mostly by trial and error (with emphasis 
on the error) — could ml a book. What I 
still have to learn could fill volumes. 
What I have earned. .. Well, I didn't get 




into this for the money anyhow (but I 
still have hope!). 

I have written all this for a couple 
of reasons. First, it seems that too many 
of the articles I read have been written 
by people burned out on the Amiga. 
They are disappointed in this one's lack 
of support, or that one's lack of support; 
they are upset with this program or that 
company, etc., etc., ad nauseum.Thzi's 
not me. No sir, I love the Amiga. The 
honeymoon is far from over for me and 
my dear electronic friend. 

Second, the articles I read always 
seem to be written by two types of 
people — those who don't know video 
from a hole in the ground, or the super- 
professional video types who only use 
the Amiga while tiieir Crays are in the 
shop! 

In the last two weeks alone I have 
met two people who recently purchased 
Amigas with the idea of producing some 
son: of video graphics. Both of them are 
rank amateurs, fresh out of the box. 
Strangely, both are middle-aged (the 
onset of a second childhood, perhaps?). 
They had both read many Amiga 
magazines and many articles on the 
Amiga, but neither one had a clue! It 
seems half these articles told them 
nothing of any value, and die other half 
just confused them. Neither of these men 
appear to be lacking in intelligence. It's 
just that no one is writing truly informa- 
tive video articles for video beginners. 

If you want to know about sub- 
carrier phase, vertical switching, and 
horizontal sync, great! But you don't 
need to know these things to be creative, 



or even to make a little money. What 
you do need to know is, "How do I do 
tbi&* or "Does this work? — and if it does, 
does it just work okay, or does it work 
exceedingly well?" 

These days, when every revision of 
a program becomes a "dazzling new 
product" and every genlock from $150 
up produces "broadcast-quality output," 
beginners can become confused. 1 know 
I was (and still am!). What I will try to do 
in future articles is give you the 
beginner's-eye view of professional 
video. Or the professional approach to 
beginner's video. Or.., well, you get die 
idea. 

I will do my best to give you 
simple, useful hints for die types of 
problems you are likely to come across. 
Please write if you have questions about 
video or video-related graphics that 
require practical solutions (not charts, 
graphs, and formulae). I will do my best 
to answer your questions in simple, 
practical, down-to-earth terms so you can 
continue to enjoy your Amigas as the 
gods intended. 

•AO 



Barry Solomon, Video Editor 
c/o Amazing Computing 

P.O. Box 869 
Fall River, MA 02722-0869 
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by Mike Morrison 



Squares 



Memory Squares is a game I wrote in AmigaBASIG It 
started out like most of my programs. I was playing around with 
a certain aspect of the Amiga, like sound or graphics, and the 
next thing I knew, I had written a new game. That is one of the 
aspects of programming that I find very exciting. You are 
limited only by your imagination (and the number of hours in 
the day). 

Memory Squares is a complete program in the sense that it 
is functional. The number of enhancements that could and 
should be added are limitless. Loosen up your tie and let your 
mind wander! Modify, change, add, delete, cut, paste, append, 
criticize, modernize, and expand diis code to your hearts 
content. Get into the nuts and bolts of the code and make it a 
real learning experience. How many times do you think the 
Amiga beeped at me with syntax errors while I was writing this? 

Gameplay 

The game play is basic, and I have found it to be some- 
what addictive- The game board is made up of a large square 
that is divided into four smaller squares. The game starts out by 
lighting two squares randomly and then waits for you to repeat 
the same sequence. As the game progresses more and more 
squares are lit, and you need to remember the sequence and 
repeat it. 

To add interest to die game play, the sequences pick up 
speed as the game progresses. If you complete the sequence 
correcdy you are rewarded with a small Victory' display. You 
have four "lives' to use before the game ends. If you have a 
good memory, you could be added to the high score list. 

The Source 

The nice thing about programming a game is that you can 
experiment and learn while you go. You also end up with 
something fun that other people can enjoy and learn from. 

Coding the program 

Set the seed for the RNDO function so it will return a 
different sequence of numbers when the program is started 
again. 

RANDOMIZE TIMER 

Reserve space so we can keep track of square sequence the 
program chooses, including the high score list. 

DIM where(10),scores(l l),names$(1 1) 

The ON.. ERROR allows us to capture any errors that may occur 
when the program is running while trying to fix whatever may 



be wrong. It is used in case the high score file doesn't exist. 
When the 'file not found error' occurs, the error is handled by 
skipping to the label 'skipit*. 

ON ERROR GOTO sklplt 

OPEN "memory.score" FOR INPUT AS 1 

x=0 

WHILE NOT EOFC1) 

x=x+l 

INPUT #1 ,names$(x),scores(x) 
WEND 
CLOSE #1 

If everything went OK, set the error handling back to the 
system, or else the next time any other error occurs, it will jump 
to the 'skipit' label. Then go directly to the 'start' label and get 
things moving. 

ON ERROR GOTO 
GOTO start 

We end up here if there is no high score file, so fill it with 
'Empty for now'. 

sklplt: 

FORx=lTO10 

'name$$(x)="Empty for now" 
NEXT 

We first go to the 'enclyet' subroutine because it waits for a 
response from the player before moving on. No need CO write 
code that already exists in our program. 

start: 

GOTO endyet 

This is where it all happens. The *x* variable keeps track of the 
number of rounds that will be played. Currently it is impossible 
to get through 10 rounds, the program moves to quick by then. 
You could slow things down by messing with the variable 'd* 
which controls the delay along with the 'pause' sub program 
described below. 

main: 
GOSUBinlt 
FORx=lT0 1Q 

GOSUB board 

d=d-.1 

round =round+2 

The '•£ loop is where the computer randomly picks the next 
square. We store it in array 'whereO' so later we can 
check to see if the player picks the correct square. 



'Pick a number from 1-4. 



FOR 2=1 TO round 
MNT(4 # RND(1))+1 

where(z)=r 

ON r GOSUB bxl.bx2.bx3.bx4 v Draw the box picked. 
NEXTz 
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GOSUB turn 

IF didit^O THEN GOSUB minicelebrate 
IF noleft=-l THEN endyet 
NEXTx 

If you make it through ten sequences, the program would end 
here. Currently it goes to the 'endyet' subroutine. If you modify 
the code the program can be completed ten times, and you may 
want to add a grand victory celebration here. 

GOTO endyet 

Set up a few odds and ends here. The three pieces that repre- 
sent your number of turns left are drawn here. 

init; 

CLS 

noleft=3:sc=0 

FOR ml=l TO noleft *Draw number of turns left. 

LlNEC10+(mi # 60)J60)-(60+(nn[ fc 60) J 180),2,b 

UNE(36+(mr60),160K35+(mr60)J80),2 

LINEC10+(ml*60)J70)-C60+Cmr60).170).2 
NEXT ml 

d=1.2:c=3:round=0 
RETURN 

This sub routine plays a tune and then asks if you w*ant to play 
again. If your score is good enough to make the high score list, 
then the 'hiscore' routine is called. If you want to play again the 
program starts over. If you want to quit, the high score list is 
displayed and the program ends. 

endyet: 
FORS-300TO600STEP20 

SOUND Sri 

SOUND 500-sJ 
NEXT 

IFsoscoresCIO) THEN GOSUB hiscore 

GOSUB board 

LOCATE 3,25:PRINT*Seiect with mouse to play again." 

COLOR 3,1 :LOCATE 7,25:PRINT"YES" 

COLOR 2,1 ;LOCATE 7,55:PR1NT" NO":COLOR 1 ,0 

GOSUB interpit 
LOCATE 2,25-PRINT" 

IF pt=l OR pt=3 THEN GOTO main 

CLS 

COLOR 2,1 ;LOCATE 2,28:PRINT "Memory Square Aces":COLOR 

i:jq 

LINE(128,32)-(464,144),2,bf 
COLOR 1 2 
FORx=lTO10 

LOCATE 6+X.20: PRINT namesS(x) 

LOCATE 6+x,50:PRINT scores(x) 
NEXTx 

COLOR 1 ,0:LOCATE 1,1 
END 



If you made the list the appropriate space on the list is cleared, 
and you are asked to enter your name. The new list is then 
saved. 

hiscore: 

CLS:here=0 a m __. ,,. _ 

COLOR 2,1 :LOCATE 2,28:PR1NT "Memory Square Aces :COLOR 

1,0 

Find out where in the list your score belongs. Then blank the 
old name out. 

FORx=10TOl STEP-1 
!Fsoscores(x)THEN 

scores(x+ 1 )=scores(x) :names$(x+ 1 )=names$(x) 
scores(x)=sc;names$(x)=" " :here=x 
END IF 
NEXTx 

Display the list with the blank spot for the new name. 

UNE(128,32)-(464,144),2,bf 
COLOR 1 2 
FORx=lTO10 

IF x=here THEN COLOR 3,2 ELSE COLOR 1 2 

LOCATE 6+x,2Q;PRINT namesS(x) 

LOCATE 6+x,5G:PRINT scores(x) 
NEXTx 

Put the cursor in the correct position and ask the player to input 
his/her name. 



COLOR 3,2 

LOCATE 6+here,18:INPUT *";nam$ 

nam$=LEFT$(nam$,20) 

names$(here)=nam$ 

LOCATE 6+here,18:PRINT " 

LOCATE 6+here,20:PRINT nam$ 

LOCATE 6+here,50: PRINT scores(here) 

COLOR 1,0 



:COLOR3,2 



Save the new high score file to disk for future reference. 

OPEN "memory.score" FOR OUTPUT AS #1 
FORx=lTO10 

WRITE #1 ,names$(x),scores(x) 
NEXT 
CLOSE #1 

A routine that will pause the program until the player clicks the 



LOCATE 2Q,25:PRINT"Click mouse to continue. " 

m=MOUSE{0) 

WHILE MOUSECOHD 

WEND 

CLS 

RETURN 

This is the routine that draws the game board. I left die ability 
to cheat in the code. I initially put this in the code so I could 
debug it. See if you can figure out how to engage 'cheat mode'. 
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board: 

m=MOUSE(0): IF MOUSE(l)<5THEN cheat=l 

LINE (50,25X590.1 25) ,0,bf 

LINE (50,25X590,1 25), l,b 

LINE (320,25X320,125),! 

LJNE (50,75X590,75), 1 

COLOR 2,0:LOCATE 1 ,30: PRINT "MemorySquares by Mike Mo" 

COLOR 1,0:LOCATE 2,8:PRINT "Score=";sc 

COLOR 3,1 lOCATE 2,60:PRfNT "Hi-Score=";hs:COLOR 1 ,0 

SOUND 550,5:GOSUB bigpause 

LiNE(50,25)-(590,125),2,b 

UNE (320,25X320,1 25X2 

LJNE(50,75)-(590,75),2 

RETURN 

Now we see if the player remembers the sequence. 

turn: 

didit=Q:dum=d:d=3 
LOCATE 20,35:PRINrGO! I " 

FORq=l TO round 
IF cheat THEN LOCATE 10,1 :PRINT where(q) 

See where the player is clicking the mouse. If the player clicks 
the wrong square then we set the 'didit' flag to 1 (didn't make 
it), put the round back to the last round, and decrease 'd' so the 
next time the game goes faster. 

GOSUB interpit 

IF ptowhere(q) THEN 

didit= 1 :round=round-2:d=d+, 1 

SOUND 170,10 

UNE (50,25X590, 125),2 

LINE(50,125)-(590,25),2 

Decrease the number of 'men' left and then gosub to 'menleft' 
to see if the game is over. 

nolefNnoleft-1 

GOSUB menleft 

GOSUB bigpause 

IF noleft=-TTHEN GOTO Ipl 
END IF 
IFdiditTHENIpl 

If the correct square was picked, then flash it. 

ON pt GOSUB bxl ,bx2,bx3,bx4 

Update the score and check to see if the new score is greater 

than the current high score. If it is, the high score is 
updated and printed on the screen. 

sc=sc+(10*round):LOCATE 2,8:PRINT "Score=";sc 

IF sohs THEN hs=sc:COLOR 3,1 lOCATE 2,60:PRINT *HI- 

Score=";hs:COLORl,0 

NEXIq 

Ipl: 

LOCATE 20,35:PRINT ■ ■ 

d=dum 

RETURN 

A routine that causes a large pause. 

bigpause: 

FOR dd=l TO 30C0:NEXT dd 

RETURN 

Check where the mouse is being clicked and convert it into the 
number of the square that is there. 

Interpit: 

WHILE MOUSE(0)<>0 

WEND 

WHILE MOUSE(0)=0 

WEND 

mx=MOUSE(l):my=MOUSE(2) 

IFmx<320THEN 



IF my<75 THEN pt=l ELSE pt=3 
ELSE 

IF my<75 THEN pt=2 ELSE pt=4 
END IF 
RETURN 



A graphic and music display that rewards the player for 
remembering the entire sequence. 

minicelebrate: 
c-2:d=.2 
FORp=l TO 4 

ON p GOSUB bxl ,bx2,bx4,bx3 
NEXTp 

pause 

FORp=l TO 4 

ON p GOSUB bxl ,bx2,bx4,bx3 
NEXTp 

d=dum:c=3 
GOSUB bigpause 
RETURN 

Erase each 'man' that is used, leaving the number of 'men' that 
remain displayed. 

menleft: 

FOR ml=noleft+l TO 3 

LiNE(10+(mr60)J60H60+(mr60),180)Abf 

NEXT ml 

RETURN 

The next four sub routines draw the four squares and play a 
sound that is exclusive to each square. 

bxl: 

LINE(51,26K319,74),c,bf 

SOUND 440,3 

pause 

UNE(51.26)-(319,74),0,bf 

RETURN 

bx2: 

LINE (322,26X589,74) ,c,bf 
SOUND 493.88,3 
pause 

LINE(322,26)-(589,74),0,bf 
RETURN 

bx3: 

UNE (51, 76)-(319,l 24) ,c,bf 

SOUND 523.25,3 

pause 

UNE(51,76K319,124),0,bf 

RETURN 

bx4: 

LlNE(321,76)-(589,124),c,bf 

SOUND 587.33,3 

pause 

UNE(321,76)-(589,124Xabf 

RETURN 

There is only one sub program used in this program. Sub pro- 
grams allow us to add commands to AmigaBASIC. Here we add 
the command 'pause' that delays for a ceratin amount of time 
depending on the value of *d\ As you can see, the variable l d' is 
SHARED. This means we can set the value of *d' somewhere 
else and the sub program can still 'see' it. All other variables 
used within a sub program that are not SHARED are exclusive 
to the sub program. 

SUB pause STATIC 
SHARED d 

FORx=lTO1000'd:NEXT 
END SUB 
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When the nights turn crisp and your thoughts return to your Amiga, let AG's 
Guide To The Commodore Amiga be your guide. 

A Harvest of over 2100 products 
by more than 400 vendors! 



During the summer, Amiga developers throughout the 
world have been diligently preparing Amiga products 
for all your needs. Now showcased in this, the larg- 
est Amiga-specific publication ever, is the harvest of 
their labors. Your guide will be an indispensable tool to 
doing more with the Amiga. Don't miss it! 
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Notes 



Utility programming 



by Stephen Kemp 

Last month I ended the column with a listing of a sample 
"skeleton" for many utility programs called "genericc." One of 
the things I like about programming in C is that if you need a 
little program to do some specific task, it usually isn't too 
difficult to write one yourself. This is especially true if you 
already have a sufficient number of tools to help out and 
skeletons from which to start. This month, for your perusal and 
my discussion, I have included a small utility that was devel- 
oped from the simple program provided last month. 

For those of you who may have missed last month's 
column, don't despair. The entire source is included, and I will 
try to point out what is skeletal and what; isn't. This should 
enable you to recreate the basic program, so it can be used in 
your own utilities. Anyone who did type in last month's column 
can begin the experiment, by copying the code to a new file. 
(Note: I recommend working on a copy of the file because you 
may need to start over, and you may want to start other 
programs from the same file). 

You may recall from past articles that I believe a utility 
program should have one specific task. Now this does not mean 
that a program cannot have a multipurpose function, but a 
program that must support multiple tasks will usually be cum- 
bersome to use. "Keep it simple" is a good motto to follow in 
utility programming. 

Listing 1 is a "case" program — alphabetic case, that is. It 
simply changes all the alphabetic letters in a text file to upper or 
lowercase letters. As a teaching aid, this program also demon- 
strates a few things that newcomers to C should learn. Elabora- 
tion on these topics will occur as the listing is discussed. 

First note that the comment block at the top of the 
program was changed from that included in the "generic, c" 
listing provided last month. It is important to keep your 
comment blocks up to date. Yeah, I know, you want to get right 
to the programming. But a few extra minutes of typing may 
prove useful if you have to look at this code again in a few 
months, or years. This could be especially true if some other 
poor soul ends up having to maintain the source. I like to keep 



a history of revisions under the program comments. A date, 
initials, and a short sentence or two about the revision can 
provide a nice audit trail. (If you have not yet realized it, I 
assume that you are, or one day will be, involved in writing 
programming with others.) 

A few new variables that were not in the original have 
been declared in this listing. First you will nonce two variables 
declared with the type "FILE", *ifp and *ofp. As you may guess, 
these are pointers to a file. The FILE type is usually defined (as 
a typedef) in one of the standard C header files. It defines a 
structure that maintains information about the status of an input 
and/or output stream. You may recall that an I/O stream can 
include the console, printer, or almost any other device or disk 
file. At tiiis point it is not really necessary for you to know 
exacdy what is contained in the FILE declaration. Just recognize 
that it is used to accomplish "buffered^' input and output. 

Standard C libraries normally provide buffered I/O. This 
method (as opposed to its unbuffered counterpart) means tiiat 
the system will perform I/O by physical blocksize. A blocks! ze 
is that amount of data which is usually the most efficient for the 
device to move during a given event. Using a disk drive as an 
example, it is usually more efficient for the drive to read more 
than one byte in a revolution. The actual blocksize used is 
usually some multiple of 256 or 512, depending on the device. 

So if you are reading from a stream, the first read will fill 
the buffer regardless of how much data you requested. Subse- 
quent calls do not have to read from the disk again until die 
buffer is empty. Naturally, if you ask for more data than a buffer 
can hold, the device will continue transferring data until your 
request is met. Any data left in the last buffer will be used in the 
next call. In the case of text files, where lines will be of varying 
lengths, buffered I/O is especially useful. 

Two other variables that were not in the original source 
have been declared. The first is a "flag" which will determine 
what case (upper or lower) to apply. The second is simply a 
character buffer large enough to hold the longest line we expect 
to read. 
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The flag setting is expected to be found on the command 
line. The source to determine this state can be found after the 
program's "error' exit code. (The exit code should also be kept 
up to date.) This program assumes that the flag setting can be 
identified on the command line by a leading hyphen (-) 
followed by the letter U or L, meaning UPPER or LOWER. The 
letter following the hyphen is the command of choice and is 
placed into the variable flag. (Note: When you parse the 
command line for switches or flags, be sure to "index" into the 
arguments. If you change the argument pointer, you may 
interfere with references to that variable which occur later in the 
program.) 

Also note that this program loops through all the argu- 
ments and, if multiple flags are discovered, only the last flag 
takes effect. This is something you can handle any way that you 
want. You might say this would be an error, or you could even 
change the program to use one flag for a while and then change 
in midstream. To simplify, this program will use the same 
setting throughout. After the arguments are examined, the flag is 
changed to an uppercase letter to reduce the code requirement 
later in the program. However, if the flag has not been set or is 
set incorrecdy after each argument is examined, control is sent 
to the error exit. 

The next new code occurs after a file name that matches 
the command line is found. When starting from the generic, c 
source, this will be where most of the utility's code will be 
found. Notice that the file is opened twice — once for reading 
and once for update. 

Now the question on your mind is, "Why open the file 
twice?" Well, we could have opened the file once, but when 
you are using buffered I/O to do a job like this, it can be a little 
tricky. The reason is that this program changes the characters 
"in place." It is not writing a new file, but rather expects to 
place the buffer (after alteration) right back where it was found. 
Buffered streams do not provide a straightforward method to 
accomplish this task. To draw an analogy, think of a river 
stream. Streams flow in one direction. The same is basically true 
for these buffered streams, which means that extra code is 
required to help keep the direction identified. Now I don't want 
it to sound worse than it really is. It doesn't require a lot of 
code. It's just that the source provided here is more straightfor- 
ward. There is no problem in opening the file twice like this. 
The first file pointer keeps track of the reading, and the second 
the writing. Since we are putting back exactly what we have 
read, the two file pointers will not conflict. 

The actual case change is handled by one of two func- 
tions provided at the bottom of the listing. These are fairly 
simple functions that can usually be found in the standard 
library provided with many compilers. Manx, however, did not 
include these two, so I wrote the functions myself. Each uses a 
pointer to move through a string, altering each character by 
calling another standard function. 

When you put it all together, compile and link it, you 
should have a working program. Test it out on a few docu- 
ments. DO NOT use it on your source code or you'll be sorry. 
Remember, C is case-sensitive. Try it on other documents or 
batch files, etc. 

That's it. CASE will alter the alphabetic letters in each file 
that matches the command line criteria. If you have a little extra 
rime and energy, take the program and try to make a couple of 
your own modifications. One possibility I mentioned earlier 
would be to switch flags in midstream when a new flag is 
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encountered. Another would be to assume some default flag. 
Let's face it, if you are changing the case of an entire file, what 
is the worse that could happen? If you get the case wrong, just 
run it again with the conect flag. Try a few experiments. You 
never know what you might discover! 



Listing One: CASE.C 



/* CASE.C is a program than accepts a list of filenames or wild- 

/* cards and will read and rewrite each program altering the 

/* case. The state of the case is determined by a coimand line 

/•* switch. -0 indicates that the files should be changed to 

/•* upper case. -L indicated that the files should be changed to 

/* lower case. Only one flag is used for all files. 

/* An example command line might look like this: 

/* CASE -u *.txt file.c docs." 

/* If a "standard" open fails on a file it is skipped. 

/* This program was written for the MANX C compiler 



♦include ^stdio.h" 

#include "fcntl.h" 

extern char "scdirO; 
extern short access {); 

main targe, argv) 
short argc; 
char *argvt); 
f 



/* directory function*/ 

/* file accessable function*/ 



■ 


program start " / 




(* 


argument counter */ 




/* 


argument variable pointer (s) */ 


/* 


pointer to a filename*/ 


I* 


counter for files 


*/ 


/* 


index for arguments 


*/ 


f* 


case flag 


*/ 


/* 


file io pointers 


*/ 


/" 


line buffer 


*/ 


if 


not enough arguments 


provided 



char *fptr; 

short cnt; 
short ndx; 
char flag; 
FILE *ifp,*ofp; 

char lbuf[2S6]; 

if (argc <= 2) i 



- /* exit point if error discovered */ 

printf ("Change the alphabetic case of a file \n"),-/* announce */ 
printf (* CASE -flag [file pattern] ..,\n"); /* example */ 
printf ( ,k where flag is: -0 for upper case\n") ; /* upper */ 

print: (* or: -L for lower caseVn") ; /* lower */ 
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exit{0) ! 



I 



/* exit the program "/ 



Check for flags and switches here 

flag = % \Q> ; 

forfndx ■ I; ndx < argc ;ndx+-s-) { 
U (argv[ndxl [0] « '-') 
flag - argvjndx] [11; 



/* indicate no flag*/ 

/* examine arguments*/ 
/* found an indicator*/ 
/* store the flag */ 



flag - toupper(fiag); /• alter case*/ 

if (flag !- »U* && flag !- l L'} goto errout; 

/* no indicators - exit*/ 

print f {"Convert to Is case \n", t (flag — *U' ) ? "UPPER" : "LOWER") ) ; 



for(ndx - 1; ndx < argc ; ndx++} { 
-*) 



if (argv[ndxl [0] 
continue; 



(* examine arguments*/ 

/* flags already found*/ 
/* so skip to next */ 



for (cnt**0; (fptr=scdlr [argv[ndx] } } ;cnt++J { 

/* look for wildcards */ 

if {access (fptr,0> -- 0>{ f* if file is found •/ 

printf(***" %s •**\n",fptr) ; /* display filename •/ 



Utility program specific cede goes here 



ifp = fopen tfptr, VI ; /* open file for read*/ 
ofp * fopen ( fptr, "r+") ; /* open file for update*/ 
if (ifp == NULL | | ofp — NULL) { /* If opens fail*/ 
printf{* - skipped - \n") ; 



if (ifp) fclose(ifp); 
if (Ofp) fclose(ofp(; 
continue; 
) 
fort;;) { 

if (fgets(lbuf,256,ifp) 

f close (ifp) ; 

fclose (ofp) ; 

break; 
) 
if (flag — *U') 

strupr dbuf> ; 
else 

strlwr(lbuf) ; 
fputs (Ibuf f ofp) ; 
) 



/■ close if open ■/ 
/* close if open */ 
/* continue looping*/ 

/■ loop through file */ 
=- NULL) { /• EOF */ 

/* close file */ 
/* close again*/ 

/* end loop */ 

/• if upper flag */ 
/■up the string */ 
/* otherwise */ 
f* lower the string*/ 
/* put the line back*/ 



}else( I* if not found •/ 

printf PCannot find %s\r.'\ fptr) ;/' indicate •/ 



if (cnt =■ 0) /* no matches *7 

printf ("Cannot find %s\n*,argvEndx] ) ;/» for this argv */ 
} 
) 

/* strupr is a function that indexes through a string and converts */ 

/* all alphabetic characters to upper case */ 

strupr { str ) 

char 'str; 

f 



for( ;-str !» *\0'; str++) 
*str « toupper (*str> ; 



/■ search until null is found */ 
/* call upper case function */ 



I 



/* strlwr is a function that indexes through a string and converts */ 

/* all alphabetic characters to lower case */ 

strlwr ( str ) 

char *str; 

{ 

for( ;*str != % \0'; str+*) /' search until null if found */ 
"str » tolower £*str) ; /* call lower case function •/ 
\ 
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88 



Amazing Computing V4.9 ©1989 



\mazing Programming 



Improving Your 

Graphics Pw 

f f by Richard A. Martin 

You work for hours on a hot new program for your 
Amiga, slaving over every graphic detail. All your gadget 
imagery is immaculate, your IntuiText tasteful . It's just beautiful. 
You're so thrilled with your work, you call up a fellow Amigoid 
and invite yourself over to show off your efforts. When you 
arrive, you eagerly insert your disk into your host's drive and 
begin to run your program. 

But what's this? Your fellow Amigoid's Workbench colors 
are entirely different from your own. Since your program opens 
its window on the Workbench screen, it uses those colors 
selected by Preferences. The program that looked great on your 
screen at home now looks dreadful on someone else's Amiga. 
As you try to explain this to your now skeptical (and unim- 
pressed) Amigoid host, you realize that you have just been vic- 
timized by ''Blind Artist's Syndrome." 

The Blind Artist draws very well, but it doesn't know color 
from a hole in the ground. It will draw with any old color, 
paying no heed to the fundamentals of light and shadow. The 
Blind Artist reaches out, grabs pen number three, and draws 
like crazy, caring nothing about which color ink the pen 
contains. Not surprisingly, nobody buys the Blind Artist's 
drawings. 

If you write programs which open their windows on the 
Workbench screen (or on any other screen which you did not 
open yourself), you run the risk of contracting Blind Artist's 
Syndrome each time you use arbitrary pen numbers to do your 
graphics rendering. Since each user has the option of choosing 
a unique set of Workbench colors, you, as the programmer, 
make a rash assumption if you presume the default Preferences 
palette is unchanged. It's a pretty safe bet that using color for 
background and color 1 for line drawing will result in a 
readable display. But this is an Amiga, not a Mac. With four 
colors available on the Workbench screen, your renderings can 
be enhanced by highlighting important items, subduing lesser 
material, and shadowing graphics with the appropriate pens. 
Simple ^defines such as 

#define MED_3LUE 

#define whits 1 

#define BLACK 2 

# define ORANGE 3 

may work fine on a factory-fresh Workbench disk, but out there 
in the real world, many users are abandoning that hideous color 
scheme left and right. 

If you're like me, you spend a considerable amount of 
time laboring over attractive display graphics with such "3D" 
elements as drop-shadowed text and realistic looking buttons. 
Personally, I prefer to make color 1 BLACK and color 2 WHITE. 




As a result, many programs look odd on my Amiga, with 
highlights appearing where shadows ought to be. This tech- 
nique gives die display a sort of Bela Lugosi-style - iit-from- 
the-bottom" look. 

You can avoid Blind Artist's Syndrome by tailoring your 
graphics routines to utilize the current Workbench colors more 
intelligently. Once you know which colors you have to work 
with, you can choose those most appropriate for your graphic 
purposes. Here is one method for choosing the most appropri- 
ate pen, no matter which four colors are being used at die time. 

How it all works 

Since the Workbench screen employs only four colors, I 
sort them from darkest to lightest, giving them generic names 
like Shadow, Subdue, BackGround, and Hilite. 1 keep these 
names handy by creating the following global structure of the 
Palette type, which I name WB_PaIette: 

struct Palette { 
BYTE Shadow; 
BYTE Subdue; 
BYTE BackGround; 
BYTE Hilite; 
} WB_Palette; 

Each of the four elements contains the current Workbench pen 
numbers that best suit the color value. The Shadow element 
contains the pen number of the darkest color currently dis- 
played on the Workbench, Subdue the second darkest pen 
number, and BackGround the third, leaving Hilite for the 
brightest available pen. By selecting the darkest and brightest 
pens available (Shadow and Hilite, respectively), I can render 
crisp, easy-to-read text by printing a Hilite color over a Shadow 
color, at a slight offset. 

The nitty gritty 

Intuition provides a function named GetPrefsO which 
allows you to examine all the settings you have made with the 
Preferences tool. A call to GetPrefsO will yield an abundance of 
user-defined data, but the focus here is on only a small portion 
of the Preferences data structure. Nearly halfway through the list 
of settings are four 16-bit elements named colorO, colorl, color2, 
and color3^ Each of these contains the Red, Green, and Blue 
values of the current Workbench pens. By sorting these colors 
from darkest to lightest, you can be sure that your shadows are 
dark, your window background is muted, and your text is bright 
and easy to read. A call to GetPrefsO takes the following form. 

Get?refs<Pref3uffer, Size) ; 
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PrefBuffer is a pointer to a memory buffer that you want 
filled with Preferences data, and Size is the number of bytes you 
want filled in. It is up to you to allocate the memory needed to 
hold the Preferences data. Intuition groups the more common 
settings at the top of the Preferences structure, so reading the 
whole thing is rarely necessary. For example, to check whether 
the user has selected 60 or SO-column text mode, simply call 
GetPrefsO with a Size argument of 1L, since FontHeight is the 
first element in the Preferences structure. When it returns, your 
little one-byte buffer will contain a value of either 
TOPAZ_SIXTY or TOPAZ_EIGHTY, depending on die current 
setting. In the case at hand, you will read 118 bytes of data, just 
enough to get the cun'ent colors. 

To hold your color data, you must allocate memory for an 
array of four Color structures. Each Color structure contains four 
elements, each of which is 4 bits in size. You then utilize a 
special feature of the C language known as a bitfield to hold 
each nybble-sized value. Using bitfields, you can access tiny 
objects packed into a single word. Intuition packs the Blue, 
Green, and Red values into the three least significant nybbles of 
an unsigned SHORT. You will want to take advantage of the 
unused fourth nybble for your own purposes. 



struct Color { 

unsigned Blue 
unsigned Green 
unsigned Red 
unsigned Value 



Bitfields look and behave much the same as ordinary 
structure elements, with a few differences. Most obvious is the 
inclusion of a colon in the element definition, followed by the 
field size, expressed as the number of adjacent bits. Also notice 
that the fields are listed with the least significant bits at the top 
of the list. This is done because the Amiga assigns bitfields from 
right to left. On other computers, they might be assigned from 
left to right, so bitfields do not lend themselves well to portable 
code. Also, since each field is only a portion of an int, you 
cannot take the address of a bitfield. However, in other respects 
you can treat bitfields as though they were regular integers. 

Once you assign the RGB values of your Color structure, 
pass them to getValueO which makes a rough approximation of 
the color's brightness by averaging the Red, Green, and Blue 
values of the Color in question. The result is then placed in the 
most significant nybble of the Color structure. This averaging 
algorithm is an oversimplification of actual perceived brightness: 
it discards any R, G, or B value less than four (values this low 
contribute almost nothing to the color's brightness) and takes an 
average by integer division. With most Workbench color 
schemes, it seems to do die job. When I tested it on some more 
exotic palettes, however, the color assignments came out less 
than perfect. (Incidentally, anyone who cares to improve the 
reliability of this function is heartily encouraged to do so. Kindly 
send me a copy when you are done.) 

Your freshly assigned Color structure is actually the first 
element of a slightly larger structure I call a Color_Register. The 
second element is simply a SHORT integer used for storing the 
pen number. Since you will be shuffling these structures, you 
will need to know the original pen numbers when it comes time 
to do some actual drawing. Once your Color_Register structures 
are completely filled out, you can free up the memory allocated 



for the Preferences data and proceed to the next step; sorting 
the colors. sortWBenchValuesO is only a slight modification of 
the shell sort routine found in Chapter 3 of The C Programming 
Language by Kernighan & Ritchie. I simply customized it to 
handle the specific task of sorting an array of four 
Color_Register structures from darkest to lightest, according to 
the cr_Color. Value element. Once this sort is done, just copy the 
original pen numbers into your Palette structure, deallocate your 
array of Color_Registers, and begin drawing. 

Putting it to use 

Once your WB_Palette is initialized, you can render freely 
in your window, reasonably confident that your images will 
look as good as they can given die available colors. If you 
desire a dark color, you can specify WB_P alette. Shadow or 
WB_Palette. Subdue. You can utilize the brightest color by 
specifying WB„Paiette.Hilite. The final chapter of Style, the 
Intuition manual, mentions that Intuition's Pointer is designed 
with die light source coming from the upper right. To uphold 
this convention, I have assigned color values in the demo 
program accordingly, with shadows appearing at die lower left. 
Note how this can be used to create the illusion of both raised 
and recessed surfaces within your window. 

Drop-shadowed text can be rendered easily using a linked 
pair of IntuiText structures. First, draw your text using the 
WB_Palette's Shadow color for the FrontPen and the 
WB_Palette's BackGround color for the BackPen. In Drawing 
Mode JAM 2, these settings will bodi erase any existing back- 
ground and draw the text. Next, draw your text again using the 
WB_Paiette's HUite color — not directly on top of our shadow, 
but offset slighdy upwards and to the right. This time, use 
Drawing Mode JAM! so only the letters will be drawn over the 
shadow. 

The following sample program opens a simple Work- 
bench window, displays some text and graphics using the 
WB_Palette method, and waits for either a mouse click in its 
Close gadget or any keypress before exiting. Note that the 
IDCMPFlags of this window include the NEWPREFS bit. If, 
during the course of the program's execution, you choose to 
alter Workbench's Preferences structure, Intuition will send an 
InruiMessage of class NEWPREFS. You can then reexamine die 
current colors and redraw your graphics accordingly. You can 
experiment by running SortColors and Preferences simultane- 
ously, watching SortColors redraw its window after each 
invocation of Preferences. 

If you are satisfied that your graphics programming is safe 
even in the hands of the most colorblind Workbench user, you 
can include son_colors.h and sort_colors.c in your own 
programs. All you need to do is call ChoosePensO after opening 
die intuition. library and before you begin rendering in your 
window. If Intuition is doing any amount of rendering for you — 
Gadget imagery, Menus, or IntuiText — you will probably want 
to call a routine which initializes those colors before you open 
your window. With a WB JPalette handy, impressive graphics 
are automatically managed for any Workbench color scheme. 



Listing One: sort_colors.h 



/* sort_colors.h */ 
#ifndef SORT COLORS H 



******************* 



***** J 
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See the complete listing on page 26, 



♦define S0R7_C0L0RS_H 

Ufndef EXEC_7YPES_H 

#include <exec/types.h> 
♦endif EXEC TYPES H 



struct Color ( 

unsigned 31ue : 
unsigned Green ; 
unsigned Red : 
unsigned Value : 

); 

/* for brightness */ 

struct Color_Register { 

struct Color 

SHORT 
In- 
struct Palette ( 

BYTE Shadow; 

BYTE Subdue ; 

BYTE BackGround; 

BYTE Hilite; 

); 



/* we use bit-fields here */ 
/* because that's the way */ 
/* Intuition stores */ 
/* the color data */ 
/* use last 4 bits */ 



cr_Color; 
cr Number ; 



/* we use this to store the */ 

/* color register numbers which */ 

/* correspond to our shading */ 

/* scheme. */ 



/* this is our global Palette structure, 
/* used in ail our display routines */ 
extern struct Palette WB_Palette; 

fendif SORT COLORS H 



Listing Two: sort_colors.c 



******»**********•' 



/ft**************************** 

/* sort_colors.c */ 

#ifnoef SORT_COLORS_H 

# include w sort_colors.h" 
#endif SORT_COLORS_H 

Ufndef EXEC_MEMORY__H 

#include <exec/memory .h> 
#endif EXEC_MEMORY_H 

# define OUTTA_MEMORY 1 
#define SUCCESS 

struct Palet-e WB_Palette; 

/* this guy looks at the current WorkBench colors, 

/* computes the brightness value of each, sorts 

/* them from darkest to lightest, and puts the proper 

/* pen numbers into a global Palette struct. 

ChoosePensO 

{ 



^define RE3_?e:c 
f define GREEN_?EN 
•define BLUE_PEN 

SHORT i; 



(reg_buf+i) ->er Color. Red 
( reg_buf +i ) ->cr Color , Green 
( reg_buf +i ) ->cr_Color . Blue 



SHORT *pref_buf; 

struct Color_Register *reg_buf; 

void *AllocMem(>/ 

if <! (pref_buf = {SHORT *) AllocMemtilSL, MEKF_FAST) ) ) { 

return (OUTTA_KEMORY) ; 
) 

if (Mregjbuf - (struct Coior_Register *) 
AllocMemtsizeof (struct Color_Reglster) *41t r 
ME.XF FAST))) ( 

Free4Mem{pref_Juf, 118L); 

return ( OUTTA_MEMQRY ) ; 
> 

/* we only need the first 118 bytes */ 
/* to find the color data */ 

GetPrefs(prefJ)uf, 118D; 

for (i-0; i<4; i++) { 

(reg_buf+i)->cr_Color = Mpref_buf + 55 + i); 
(reg — buf+i) ->cr_Colcr. Value ■ 

get Value (RED_PEN, GREEN_PEN, BLUE_PEN) ; 

/- save the pen number */ 
(reg_buf+i) ->cr_Number = i; 
} 

FreeMem(pref_buf, 118L) ; 

/* sort them from darkest to lightest */ 
sortWBenchValues (reg_buf ) ; 



W3_Falette. Shadow 
WB_Palette . Subdue 
WB__Palette . BackGround 
WB Palette. Hiiite 



= lreg_buf )->cr_Huiobex; 

** <reg_buf+l) ->cr — Number; 

- ( regjbuf +2 ) ->cr_Numbe r ,* 

- <reg_buf+3) ->cr_Number; 



I 



FreeMem(reg_buf, sizeof (struct Colcr_Register) 

return (SUCCESS); 

/* end ChoosePensO */ 



41 ; 



/************** it*******************************/ 
/* This routine could stand some improvement. */ 
/* A true evaluation of how the eye */ 
/* perceives brightness is beyond me. */ 
/* So for now, we just take an average */ 

getValue (r,g,b) 

WORD r, g, b; 

{ 

Idefine AVG_VALUE (a,b, c) ( ( (a) +{b)+ (c) ) /3) 

r - r<4 ? : r; 
g - g<4 ? : g; 
b «« b<4 ? : b; 



) 



return (AVG_VALUE (r, g,b) ) ; 



/it*************************************************/ 
/* This is a modification of the shell function */ 
/* listed in K 4 R. It specifically sorts 4 */ 
/* Color Register structures */ 



sortWBenchValues (v) 
struct Color Register v[); 

< 

Idefine VAL 



cr Color, Value 



WORD gap, i, j; 

struct Color_Register temp; 

for (gap = 2; gap > 0; gap / = 2) 
for ( i = gap; i < 4; i++) 
for (j - i-gap; 

j >■ Si (v[j].VAL > v[j+gap] .VAL) ; 

j -= gap) { 
temp = v [ j ] ; 
vfj] = v[j+gap] ; 
v[j+gap] = temp; 



Listing Three: demox 



/A*********** ******** 

I * demo . c * / 



tifndef INTUITION T _INTUITION_H 

# include <intuition/intuition.h> 
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About the Author 

Rich Martin graduated from U.C.LA. in 
1978 with a B.A. in Motion Pictures/Televi- 
sion. A musician all his life, he specializes 
in MID T and electronic music and has been 
recording for the past decade. With a 
knowledge of G, BASIC, and AmigaDOS, 
Rich has been able to use his Amiga as a 
powerful tool in making music. 

Rich's passion for animation is almost 
as old as his dedication to music. When 
free from his duties as Amiga manager of 
DoJWhile Studios, a computer arts coop- 
erative in Boston, he indulges himself with 
the help of Deluxe video, Sculpt- Animate- 
3D, and DeluxePaint III. 



tend if INTUITION_INTUITICN_H 

§ i f nde f SORT_COLORS_H 

♦include "sQrt_color$.c" 
♦ e ndi f SQRT_COLORS_H 

/* first, a couple of IntuiTexts */ 

/* for drop-shadowed text */ 

struct IntuiText text[] ■ { 

1 I, 0, JAK2, 0, 0, NULL, NULL, &text[l] ), 
{ 1, 0, JAM1, 2, -1, NULL, NULL, NULL }, 

\I 

/* a few drawing vectors */ 



♦define 
♦define 


BUTTON WIDTH 
BUTTON_HEIGHT 




48 

15 






♦define 
♦define 


TITLE WIDTH 

TITLE_HEIGHT 




300 
30 






WORD button hi vects [ 

BUTTON WIDTH- 
BUTTON KIDTH- 
3UTT0N WIDTK- 
BUTTON WIDTH- 

}; 


= 

Li 
2, 
2, 


{ 
0, 

BUTTON" 

1 


HEIGHT- 
"HEIGHT- 


-2 

-2 



WORD button_sh_vects [] = { 

BUTT0N_WIDTH-1, BUTT0N_HEIGHT-1, 
0, BUTTON HEIGHT-1, 

0, 0, 

1, 1, 

1, 3UTT0N_HEIGHT-2 

); 

WORD title_hi_vects [] = { 
1, 0, 

TITLE_WIDTH-1, 0, 
TITLE_WIDTH-1, TITLE_HEIGHT-2, 
7I7LE_WIDTH~2, TITLE KEZ3HT- 2, 
TITLE_WIDTH-2, 1 

u 

WORD title_sh_vects[] = { 

TITLE_WIDTH-1, TITLE_HEIGHT-1, 
0, TITLE_HEIGHT-1, 

0, 0, 

1, 1, 

1, TITLE_HEIGHT-2 



struct Border border [] 



t 



{ 



0, 0, 

0, 0, JAM1, 

5, buttonJii_vects, 

fiborder[l] }, 



these two get the raised look */ 

/* Left, Top */ 
/* pens, mode */ 



/* next */ 



0, 0, /* Left, Too */ 

0, 0, JAM1, (* per.s, mode V 

5, button_sh_vects, 
NULL }, 

/* these two get the recessed look */ 



10. 13, 


/* 


Left, 


Top -/ 


0, 0, JAM1, 


/* 


pens , 


mode */ 


5, title sh vects, 








&border[3] }, 


/* next */ 






10, 13, 


/* 


Left, 


Top -/ 


0, 0, JAM1, 


/* 


pens, 


mode */ 


5, title hi vects, 








NULL } , 









J; 

♦define WINDOW FLAGS 



WINDOWCLOSE I ACTIVATE ! \ 
WINDOWDRAG I WINDOWDEFTH j \ 
SMART REFRESH 



TEXT window_title[] = {* Window Sweet Window *}t 



struct NewWindow new_window 
160, 50, 
320, 100, 
-1, -1, 
CLOSEWINDOW J 
WINDOW_FLAGS, 
NULL, 
NULL, 

window_title, 
NULL, 
NULL, 
0, 0, 
320, 100, 
WBENCHSCREEN 



/* Pens 
RAWKEY | NEWPREFS, 



/* Left, Top */ 
/* Width, Height */ 



/* 1st Gadget */ 
/* Checkmark */ 



/* Screen 
/* BitMap 



In- 
struct Library 
struct Library 

struct Window 



*IntuitionBase; 
*Gfx3ase, *OpenLibrary ( ) ; 

*window, *OpenWindow ( ) ,■ 



*)strings[0] ; 



) strings [1] ; 



char * st rings [) = { 

"'Twas brillig and the slithy toves,", 
* Did gyre and gymble in the wabe.", 

}/ 

DoText (rp) 

struct RastPort *ro; 

{ 

/* set up the colors */ 

text[0] .FrontPen ■ WB_P alette. Shadow; 

texttO] .BackPert = WB_Palette.BackGround; 

text [1] .FrontPen = WB_Palette.Hilite; 

/* plug in the first line */ 
text [0] .IText = text fl] .IText - (UBYTE 
PrintlText (rp, text, 18L, 20L) ; 

/* plug in the second line */ 
text [0] .IText - text [1] . IText = (UBYTE 

PrintlText (rp, text, 18L, 30L) ; 



DoBoxes (rp) 

struct RastPort *rp; 



LONG x, y; 

/* set up the colors */ 
for (x=0L; x<4L; x+=2L) { 

border[x ]. FrontPen ■ W3_Palette.Hilite; 

border [x+1] .FrontPen - WB_P alette. Shadow,- 
J 

/* draw the title box */ 
DrawBorder (rp, &border[2J, 0L, 0L) ; 

/* and a bunch of fake buttons */ 
for <x^36L; x<320L - 3UTTON_WIDTH; x+=5QL) 

for (y=46L; y<lOOL - BUTTON_HEIGHT; y+«16L) 
DrawBorder (rp, border, >:, yj ; 
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DoBackGround (win) 

struct Window *win; 

{ 

/* Gotta fill the background if */ 
/* color is not acceptable */ 
if (WB_Palette.3ackGround 1= 0) { 




--HASIC V2.0-"» 


SetAPen (win >RPort, (long)WB Palette. BackGround.) ; 
RectFill {win^>RPort / 2L, 10L,vindow->Width-3L, 

win->Height-llL} ; 
RectFill {win->RPart, 2L, (long) win->GZ2Height, 
win->GZZWidth+3L, win->Height-2L} ; 
} 
} 

DrawSome (win) 
struct Window *win; 
{ 

struct RastPort *rp = win->RFort; 

DoText (rp) ; 
DoBoxes (xp) ; 

y 

DoATrick(win) 
struct Window *win; 
{ 


F-BASIC is an Enhanced, Compiled Basic Language System. 

*Easy For Beginners ^Complete For Serious Programmers 

• SO Fast-Beats CI * Direct IFF File Support 

• Recursive Subprograms •Record Structures and Pointers 
•Over 350 Powerful Commands •Ultra Fast Floating Point 

• Easy Access to Amiga Libraries •Sample Program Disk 

• Comprehensive Users Manual 100 Examples 

• Easy Access to Amiga Windows, •Snobol-Like Pattern Matching 
Menus, Sound, Events & Animation 

The F-BASIC™ System Also Has A Source Level Debugger 

• Debug F-BA5IC™Programs at the Source Level— So Easy. 

• Intuition Interface— Windows for Source, Registers, Memory, Variables. 
•Comprehensive Users Manual— Full Documentation. 


struct RastPort *rp ■ win->RPort; 
LONG x, y; 

for (x=0L; x<36L; x+ + ) { 
WaitTOF ( ) ; 


The F-BASIC Language System 2.0— Only $89.95 
F-BASIC™ System and Complete SLDB-Only $149.95 


SetRast{rp, (long) (WB Palette, Shadow) ) ; 

WaitTOF (); 

SetRast(rp, (long) (WB Palette, Hilite) ) ; 

) 
} 

CfaenShop ( ) 
t 

if (NOTdntuitionBase = 
ReplyMsg (message) ; 


Available Only From The Manufacturer! 

SEND CHECK OR MONEY ORDER TO: 

DELPHI NOETIC SYSTEMS, INC. 

Post Office Box 7722 

Rapid City, South Dakota 57709-7722 

Credit Card or CO.D. Call (605) 348-0791 


} 


F-BASIC and FastCom one registered trademark* of DNS, Inc. 
AMIGA is □ registered trademark of CommodorWAlMGA he. 


WORD code; 
{ 




Circle 11 6 on Reader Service card. 


if (window) 

CioseWindow (window) ; 
if (GfxBase) 




A 


IS 


CloseLiorary (GfxBase) ; 




MOVING? 


/ 


if (IntuitionBase) 

CloseLibrary (IntuitionBase) ; 
exit (code) ; 
} 


/ 


? 






M> 


main { ) 




SUBSCRIPTION PROBLEMS? 


t 

struct IntuiMessage *im, *GetHsg(); 

OpenShop ( ) ; 
FOREVER { 

/* sleep "til Intuition comes a- 
callin' */ 

WaitPort (window- >UserPort) ; 

/* get all the latest news *7 


Please don't forget to let us know, 
If you are having a problem with your 
subscription or if you are planning to 


while(im ■ GetMsg (window->UserPort ) ) { 


move, pleas 


e write to: 




it (ReaaMail (im) — - FALSE) { 
Tidy Up (window) ; 
PunchOut (0) ; 

} 




} 
} 


Amazing.Computing Subscription Questions 
PiM Publications, Inc. 

P.O. Box 869 
Fall River, MA 02722 


•AC* 






Please remember, we cannot mail your magazine 
to you if we do not know where you are. 




Please allow four to six weeks for processing. 
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Gels In Multi-Forih, Part III 



by John Busbakra 

I usually make this tasty dish in the morning while I 
vacuum: 

Ingredients: 

10 3-5-inch blank, floppy diskettes 

1 bottle of tabasco sauce 

1 roll of Peppermint LifeSavers 

Several pieces of broken glass 

1 bottle of fine wine 

1 dozen carrots 

1 piece of burnt toast 

1 egg, rotten 

1 ballpeen hammer 

Place all ingredients except disks, LifeSavers, wine and 
hammer on pastry board. While drinking wine, pound on 
board vigorously with hammer until all ingredients are thor- 
oughly pulverized. Pour powdered debris into blender, includ- 
ing hammer for good measure. Set blender to "puree" and let 
run for 3 minutes. After blending, pour contents into one of 
your disk drives. Insert disks one at a time and type 

FORMAT DRIVE DFl: NAME JUNK- FOOD NOICONS 

Place formatted disks on silver platter, garnish with LifeSavers, 
and serve chilled. 



When listing my faults as a programmer, I have to rank 
laziness right up there in the top five. The whole Gels In Multi- 
Forth project was conceived out of laziness. I just cannot stand 
typing in image bitmaps by hand. Even if you use the public 
domain IFF routines, you've still got to do all that terrible 
initialization the hard way — by hand. Anyone who has ever had 
to do this will tell you that it takes inordinate amounts of time. 
The resulting code is not only ugly but wasteful, as it is typically 
executed only once by the main program. 

After reflecting upon the problem for a while, I deter- 
mined that nearly all Gel initialization could be done through a 
single function, if the necessary information were stored in a 
disk file. The information was already there; all I had to do was 
convert it into a usable form — IFF files. 

I immediately began writing a program to convert IFF files 
made with DPaint //into files I could read in from the disk, 
storing the information directly in Gel structures. The result 
appeared in Pan: One of Gels In Muhi-Forth, which appeared in 
the April, 1988 issue of Amazing Computing. 



However, even that program proved to be too hard to 
use. I knew it had outlived its usefulness after some late-night 
hallucinations, in which die program asked me to delete its 
executable image, as well as its own source code. The time had 
come for me to rewrite die program, using the ultimate lazy- 
man's user interface: Intuition. 

For those uninitiated folks who may be unfamiliar with 
exacdy what the program does, here is a short explanation. The 
converter program allows the user to draw Gels using one of 
the myriad paint programs available. The image is then saved to 
disk as an IFF Brush file. Using the converter, the user may 
enter information pertinent to Gels — such as x- and y-positions, 
collision masks, all the various Bob flags, and the zillions of 
animation object flags — so that it may be stored on a disk. The 
program then converts the IFF image to the format needed by 
the Amiga when it is time to display ±e Gel (see part one of 
Gels for a detailed explanation of this process). Using special- 
ized functions, these numbers, flags, and converted image data 
can be read directly back into Gel structures at run time. This is 
much easier than having to store all the information by hard- 
coding. 

The file format used by the old program proved to be too 
clumsy for larger programs, so it was also redesigned. Now, the 
converter program stores more than one Gel in a file, so an 
entire animation sequence can be read in one shot. Below are 
the layouts for the new files, beginning with the layout for a 
hardware sprite; 

1.) Number of Gels stored in the file: a long integer (4 

bytes). 

2.) SimpleSprite structure (defined in graphics/sprite. 0- 

3.) Sprite image data. Note that the converter program 

automatically pads the first and last two words of image data 

with zeroes. 

The two blocks above are repeated for each sprite stored in the 
file. For Virtual Sprites, the file structure is as follows: 

1.) Number of Gels in the file (4 bytes). 

2.) Virtual Sprite structure (defined in graphics/gels. f Sprite 

Image Data). 

The Virtual Sprite structure and its corresponding image data are 
repeated for each Gel in the file. 

Next, the file format for Bobs: 

1.) Number of Gels in the file (4 bytes). 
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2.) Virtual Sprite Structure, 
3.) Bob structure, 
4.) Bob image data. 

Once again, the Virtual Sprite, Bob, and image data are repeated 
for each Gel in the file. 

For Animation Objects, the file format is as follows: 

1.) Number of Gels (4 bytes). 

2.) Animation Object structure 

3.) Virtual Sprite structure, 

4.) Bob structure. 

5 .) AnimComp stru cture . 

6.) Image data. 

The Virtual Sprite, Bob, AnimComp and image data blocks are 
repeated for each animation component in the file. Note that 
the Animation Object structure is not repeated, since only one 
such structure is needed. 

There is no colormap information stored in the Gel files. 
The converter program still writes out the colormaps to a 
separate file. 

Now take a look at Listing One, which is called "gels,f," 
This file contains all the Forth code required ro read in files 
made with the converter program. For non-Forth readers, I've 
included Listing Three, "gels.c," which contains the functions 
written in C. Listing Two is a short demo program that contains 
Forth code for placing a hardware sprite, virtual sprite, bob, and 
a joystick-controlled animation object on the screen. 

The first items in "gels.f ' are global variables, which are 
used by all the functions. Why not just include them as "locals"? 
That was my original intention, but when I got around to 
writing the function to make an animation object, I ran into 
some serious trouble. Multi-Forth allows the use of only 10 
local variables inside a definition. The "makeaob" function was 
using 15, so I had to factor these out and make diem global. 

One of these global variables, "gacarr" (global AnimComp 
array), is a two-dimensional array that will hold animation 
components as they are read in from disk. After they are read 
in, they will be linked together (more on that later). 

The first function, "readygels," initializes the 
Amiga's Gel system and is lifted pretty much intact from 
its C counterpart in the ROM Kernel Manual. The Gel 
system keeps track of things using (what else?) a linked 
list. In this case, it is a list of virtual sprites. In order to 
use the system, you must allocate dummy head and tail 
Virtual Sprite structures. All virtual sprites will be 
inserted into the list between these two. 

Another necessary strucrure is called Gelslnfo. 
The leftmost, rightmost, topmost and bottommost fields 
in this structure are most important. These fields define 
the size of the screen for collision-detection purposes. 

Also of interest is the "sprRsrvd" field. This field 
reserves certain hardware sprites, thus making them 
unavailable for allocation. Experience has shown mat 
these hardware sprite functions should be reserved in a 
manner exactly opposite to that described in the ROM 
Kernel Manual. 

There are 8 hardware sprites available for use, 
each of them having a corresponding bit in the byte- 



sized field called "sprRsrvd. 1 ' For example, bit corresponds to 
hardware sprite (the Intuition pointer), and bit 7 corresponds 
to sprite 7. The manual suggests that storing a 1 in a bit 
position will reserve the respective sprite. The manual goes on 
to suggest that storing a 3 in this field will reserve sprites and 
1. In fact, the opposite is true. Storing a in the bit position 
will reserve the sprite. Thus, you must store 252 to reserve 
sprites and 1 (11111100 binary - 252 decimal). 

Notice that all dynamic memory allocation is done using 
Intuition's AllocRemember function. ''Remembering*' solves the 
problem of having scads of ugly memory pointers lying around 
which you'll have to free up one at a time when you've 
finished. For arguments, AllocRemember wants to see three 
things: 1) an address where it can store the addresses of the 
Remember structures it creates; 2) the size of the requested 
memory block; and 3) flags indicating the type of memory being 
requested (CHIP, FAST, etc.). 

The first item, the address of an address, might cause 
some problems. Intuition calls this magic address a '"key." 
(We'll run across these again when we get to Animation 
Objects,) In Forth, we can set up this key using old-fashioned 
VARIABLES. Declare a variable like this: 

VARIABLE mykey mykey i 

Later, when we need to pass the key to AllocRemember. 
we just say the name of our variable and its address is pushed 
onto the stack. For instance, we might call AllocRemember like 
so: 

mykey size MEMF_CHI? AllocRemember to memptr 

This statement calls the function and stores the result in the 
local or global variable called "mempLr." If, after calling this 
function, we were to type 

mykey 8 <ENTER> 




(continued page 97) 
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the address of "mykey" would be put onto the stack, and the 
"@" symbol would fetch 32 bits at that address. As a result, the 
number left on the stack is an address itself — or, more specifi- 
cally, the address of an address, Voild! What exactly is that 
magic address stored at "mykey"? It's a pointer to the first 
Remember structure in a linked list of Remember structures. 
Each node in the list keeps details on the size of the allocated 
memory block, the actual pointer to the memory, and, of 
course, a pointer to the next node. 

In C, we would declare a variable and tell the compiler 
something about its type. In this case, the variable is a pointer 
to a Remember structure: 

struct Remember *mykey = NULL,* 

When we actually call AllocRemember, we use the ampersand 
(&) to give us the address of this variable (the address of a 
variable that holds an address): 

memptr = AllocRemember {smy key, size, MEMF_CHIP) ; 

We need to make three more allocations before we can 
use the Gel system. The "lastColor" array holds pointers to 
Virtual Sprite color tables. There are eight cells in the array, one 
for each hardware sprite. Here the system stores the address of 
the color table last used to display the respective sprite. 

The "nextLine" array again has space for eight numbers. 
In this array, the system stores the next display line at which it 
may re-use the corresponding hardware sprite. 

The last table we need to allocate is for collision handling. 
A "collTable" is an array of 16 pointers. Each pointer is the 
address of a routine executed when the system detects a certain 
kind of Gel-to-Gei collision. Using pointers to functions in 
Forth is difficult, because the routines must be written in 
machine language. The reason for this is that the Gel system 
executes these routines as machine language subroutines, and 
the function must end with an RTS instruction. Normal Forth 
definitions return through addresses left on the "return" stack. 
The only thing left to do is store the address of our Gelslnfo 
structure in the RastPort and call InitGels. At this point, the Gel 
system has finally been initialized and is ready to use. 

The first — and by far the simplest — in our array of 
functions is called "makehardsprt." As its name implies, it 
creates a hardware sprite — given the name of a disk file, a 
Remember key, and an array to store the hardware sprite 
pointer. 

Since these functions will be using the AmigaDOS file I/O 
routines, you might want to include the Forth file, "libraries/ 
dos.f," which contains the various file-access flag definitions. In 
my system, I've included both this file and a file defining Forth 
AmigaDOS calls. I have also made a snapshot, so that these 
definitions are ready to use when Multi-Forth loads. This file, 
"dos. calls," has been listed in the previous Gels articles, but for 
completeness, Fve included it again as Listing Four. 

The function "makehardsprt" opens the file and then reads 
the number of hardware sprites it contains. It then enters a 
loop, in which it reads each of the elements in the file. You 
might want to refer back to the file format for hardware sprites, 
which I described above. 

The first block in the file is a SimpleSprite structure. The 
function allocates space for this in memory and reads it in from 
the file. Remember that in Multi-Forth, when you say the name 
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of a structure in a definition, the size of the structure in bytes is 
pushed onto the stack. 

From infomiation already contained in the SimpleSprite 
structure when it is read in, the program determines the size of 
the data block that makes up the sprite image. The formula is 
as follows: 

size = (height +2} * 2 * 2 

A value of 2 is added to the height because sprite data is 
actually padded with 2 additional rows of data. One row 
proceeds the actual image, and the other follows it. The first 
multiplication by 2 compensates for the fact that each line of the 
sprite image is made up of 2 words of data. The next multipli- 
cation by 2 gives us the size of the data block in bytes. For 
example, if the sprite were 9 lines high, we would add 2 to get 
11, and then multiply by 2 for a product of 22. This result 
represents the number of 1 6-bit words that make up the sprite 
image. We multiply by 2 again to get 44. the number of bytes 
that make up the image. We then allocate a block of memory 
to hold the image data and read die data from the disk. 

Next, we have to store the SimpleSprite in the user's array. 
The function looks at die number of Gels in the file. If the 
number is greater than one, then the address passed to this 
function is assumed to be an array of pointers. The array is 
indexed by the loop index, multiplied by four (a pointer is four 
bytes long). If there is only one Gel in the file, then the Gel 
structure is assumed to be the address of a variable, and the 
pointer to the Gel structure is stored at the address. The loop 
continues for each sprite stored in the file. When the loop 
terminates, the file is closed, and the function returns. 

The function "makevsprt" is similar to its hardware sprite 
companion. The main exception is the additional memory 
allocation that must take place in a virtual sprite. Specifically, 
the virtual sprite's collision mask and borderline image — both of 
which are used to detect collisions — must be retained. The 
following formulas are used in determining the size of these two 
blocks: 

CollMask_size = (Height * Width) * 2 
BorderLine_size « Width * 2 

From these formulas, it is evident that the collision mask 
must be as big as one plane of the sprite itself, and the border- 
line area must be as big as the sprite is wide. Therefore, if the 
image is 2 data words wide (16 pixels), we need to ask for 
space to store 2 words of data. Both sizes are multiplied by 2 to 
give the size in bytes, rather than in words. 

The collision mask is the logical "or" of all the bit planes 
that make up the sprite image. The borderline image is the 
horizontal logical "or" of the collision mask. Think of the image 
bit planes as pages of a book. To make the collision mask, all 
the pages are put under a magic iron that squishes them into a 
single page. To make the borderline image, this page is then 
folded like an accordion, and put back under the iron. The iron 
squishes the accordion so that it becomes a single, narrow strip 
of paper. 

After these memory areas have been allocated, "ma- 
kevsprt" calls the Gel system function InitMasks, which performs 
the squishing described above. Again, if there is more dian one 
Gel in die data file, it is assumed diat the user passed an array 
to the function. The current Gel is stored in the array — indexed 



by 1" — which tells us how many iterations the loop has done. 
If only one Gel is stored in the file, the function assumes the 
user passed the address of a variable at which it can store the 
address of this Virtual Sprite. After reading all Gels, die loop 
terminates, the file is closed, and the function returns. 

The next step on the Gel function evolutionary ladder is 
called "makehob," and by now you should be getting the hang 
of how diese diings work. The number of Gels stored in die 
file is read in, and the function enters a loop. In the loop, 
space is allocated for a bob, as well as, for a Virtual Sprite. 
From numbers already stored in the Virtual Sprite structure 
(using the converter), die size of the bob's image data is 
calculated. The formula is 

(Width * Height * Depth) * 2 

The depth variable is, of course, the number of bit planes 
in the image; once again, the multiplication by two gives UK- 
size of the image data block in bytes. The bob, virtual sprite, 
and image data are then read from the data file. The pointer to 
the image data is stored in the Virtual Sprite, then the two Gel 
structures are linked together. The bob drawing flags — 
OVERLAY. SAVEBACK, and SAVEBOB— are all saved with the 
converter and need not be set again. 

The function then performs the same allocation as 
"makevsprt" for the bob's collision mask and borderline image. 
In addition, the same pointer to the collision mask area is stored 
in the bob's ImageShadow field. These two data areas are the 
same size. If the SAVEBACK flag was set with the converter, 
then the function will allocate die necessary memory area for 
saving and restoring the background when the Bob moves. 

If the user requests a double-buffered bob. die converter 
stores a non-zero value in the bob's DBuffer field. When 
"makebob" sees this non-zero value, it allocates a data structure 
called "DBufPacket" and stores its pointer in die bob's DBuffer 
field. Also, "makebob" will allocate another memory block 
exactly the same size as the original block used to store die 
bob's image data. You can see that double-buffered bobs have 
a voracious appetite for memory — use them cautiously. 

A call to InitMasks creates the masks for collision detec- 
tion. The same mechanism described for hardware and virtual 
sprites stores the resulting Bob. When all bobs have been read 
and initialized, the data file is closed and the function returns. 

The real star of this show is the function called "mak- 
eaob." As advertised, it reads in an animation object stored on 
disk and does the dirty work of linking it together. It turns out 
that linking the animation object is not half as bad as decipher- 
ing die reams of variables and flags that control these beasts. 
I'll go into a little more detail on how to control animation 
objects when we examine Listing Two. For now, let's concen- 
trate on reading in and hooking together an animation object. 

An animation object can be made up of several different 
components called AnimComps. A classic example of diis is the 
"RoboCity" demo that nearly every Amiga phile has seen. It 
features a lanky bean-pole robot strolling along a city street. 
The demo also features a buxom female being, of sorts, a 
hopping creature, and, of course, the (in)famous dog that 
endlessly terrorizes a hapless fire hydrant. 

Let me explain how animation objects are put together, 
using the robot from RoboCity as an example. The robot might 
be made up of six different animation components: one head, 
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one body, two arms, and two legs. The position of each 
component is specified relative to the position of the Animation 
Object itself ([AnX, AnY] in the animation object data structure). 
In each AnimComp structure there is a pointer to the next 
AnimComp in the list (NextComp), as well as a pointer to the 
previous AnimComp (PrevComp). 

Each component may have several different views. The 
robot's head might have two views, while his arms and legs 
might have three views each: forward, middle, and back. Each 
different view of a component is itself an AnimComp and is 
linked into the list by pointers called NextSeq and PrevSeq. 
Think of the entire structure as a two dimensional array with the 
different views of each component in the columns and each 
different component (head, arms, legs) in the rows. Figure 1 
illustrates this concept. 

The array "gacarr t is used to hold AnimComps as they are 
read in from the disk. The rows and columns are indexed by 
local variables w and x, respectively. When animation objects 
are created with the converter, each IFF image convened is 
assumed to be the next view in a sequence. In order to signal 
the end of a view sequence, the RINGTRIGGER gadget is 
selected. The flag is stored in the AnimComp structure and 
written to the disk. When reading back components, "mak- 
eaob" looks for any component with the RINGTRIGGER flag set. 
When the function finds the flag, the row index, w. is incrimi- 
nated by one, and the column index, x r is set to zero. The next 
AnimComp in the file is then assumed to be the initial view of 
the next component making up the animation object. Figure 2 
illustrates the hypothetical contents of the two-dimensional array 
after all components in the file have been read in. Note that the 
components have not yet been properly linked together. 

Linking the components is performed by the second do- 
loop in "makeaob." First, die column index is set back to zero. 
The function then enters a loop that executes once for each 
component making up the object. 

Inside the do-loop is a while-loop that links up each view 
of the current component. To do this, we must look in the cell 
that follows the current view. If we find a zero there, we know 
the current view is the last one for this component, and we 
must start on the next row of die array. If the value at die next 
cell is non-zero, we store that value in the current view's 
NextSeq pointer. We then store the current view in the next 
cell's PrevSeq pointer, increment the column index, and perform 
the next iteration of die while-loop. 

When the while-loop terminates, we need to set the 
NextSeq pointer of the last view to point back to the initial 
view — thus creating a circular list. We then set the NextComp 
pointer of the initial view (x = 0) to the AnimComp at the next 
row in the array. We will also store die current component in 
die PrevComp pointer of die next component in the array. The 
do-loop then continues with die next row of die array. 

There are only three more things to do after the do4oop 
terminates. We need to store the AnimComp at row zero, 
column zero in the HeadComp pointer of the AnimOb structure 
(the first component in the array). Then we call GetG Buffers, 
which handles allocation of the CoilisionMask, Borderline and 
ImageShadow for each component that makes up the object. A 
final call to InitMasks finishes the job. The data file is then 
closed and the dynamically allocated animation object is left on 
the stack for the calling program. Figure 3 illustrates an 
animation object that has been completely linked togedier. 



There is a limit to the number of components you can 
store in a data file. If you look at the declaration of die array 
"gacarr," you will see it has been dimensioned to 10 rows by 10 
columns. This means diat the animation object must not have 
more than 10 components, and each component can have a 
maximum of 10 different views. It's important to remember just 
how memory hungry Gels actually are: Each component takes 
up 130 bytes of RAM: 60 bytes for the Virtual Sprite structure, 
32 bytes for the Bob structure, and 9S bytes for the AnimComp 
structure. Ten such components would total 1,300 bytes. If 
each component had 10 views, you would be looking at 13,000 
bytes of memory, and that does not include image data, 
collision masks, image shadows, borderlines or the buffers 
needed for saving and restoring die background. In short, Gels 
can be very useful gadgets, but you must be frugal in using 
them. They have a voracious appetite for RAM! 

Now let's take a look at the short demo program in Listing 
Two. The demo uses images drawn with DPamt Uvshich were 
run through the converter program. The hardware sprite is a 
pinball that bounces around in a star pattern; the Virtual Sprite 
is a little stick figure that does jumping jacks; die Bob is a 
spirograph pattern; and the animation object is a Centipede-like 
spider controlled with the joystick. 

At the top of the program you will find all the variables 
needed to pass to die Gel functions. Two of the less obvious 
constants are "stick chip" and "sticktrig," which are actually 
hardware addresses. While shunned in the Amiga's early days, 
reading and writing direcdy to the hardware is now all the rage 
among programmers. (Ever die fashionable computer geek, I 
naturally follow diis trend.) 

The array "myvs" will hold the two virtual sprites. Each 
cell must be big enough to hold a four- byte address, so I ALLOT 
space for eight bytes. The remaining variables hold the pointers 
to each Gel created by die functions. The array "sprpadi" holds 
the coordinate values of each point along the path followed by 
the hardware sprite. 

The function "readcmap" reads in the colormap values 
from the disk. The file was created with die converter program 
and has the following format: 

1.) Number of color registers (4 bytes). 

2.) One word for each color register, stored in 0RGB form. 

Space for the color table is allocated using AllocRemember, and 
a block of sized (numregs * 2) bytes are read from the file. 

"Readstick" uses a quick and dirty method of detecting the 
direction in which the joystick is pointing and moves die 
animation object accordingly. We are interested in the 16 bits 
residing at memory location SDFFOOC — specifically, bits 9, 8, 1, 
and 0. To inspect the state of these four bits at any moment in 
time, we must AND the contents of location SDFFOOC with 771 
(0000001100000011 binary = 771 decimal). Any of the four bits 
that are set in location SDFFOOC will also be set as a result of 
this operation. The following table summarizes the possible 
results of diis AND operation (bits are numbered zero to fifteen, 
zero being the bit on the far right): 



oooooooooooooooo = o 

oooooooooooooooi = 1 

0000000000000010 - 2 

0000000000000011 - 3 



stick centered 
stick down 
stick down, right 
stick right 
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= 


stick 


up 
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259 
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stick 


up, right 


0000001000000000 
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512 
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stick 


up, left 


0000001100000000 
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763 


= 


stick 


left 


0000001100000001 


- 


769 


= 


stick 


down, lefi 



The spider is controlled by storing appropriate values for 
its velocity. For example, if the stick is centered, the spider is 
not moving and has a velocity of zero. If the stick is pointing to 
the right, the spider will have a velocity of +3, which moves it 
to the right by 3 pixels. Recall from part one of this series that 
all values pertaining to animation objects — pixel values, 
velocities and accelerations — must be specified in fixed-point 
binary fraction notation. The decimal point is fixed in the word 
at bit location 6. This means that all whole-number values must 
be shifted 6 places to the left before they are stored, The Multi- 
Forth word "scale" does this for us. 

Opening up the screen is done by the word u de- 
moscreen." The screen is opened, the colormap is read and 
loaded (LoadRGB4), and the Gel system is initialized using 
"readygels." 

The hardware sprite is read in by the word "initss." The 
call to "makehardsprt" has the following form: 

0" dfl:pinball, sprite" mykey myss makehardsprt 

0" dfl:pinball.sprite" puts the address of the NULL-terminated 
string onto the stack. The variables "mykey" and "myss" are 
used for Intuition's memory and storage of the pointer to a 
SimpleSprite structure. 

Like all other resources the Amiga uses, hardware sprites 
must be requested and allocated. The call to GetSprite does 
this. A -1 passed to GetSprite indicates that any old sprite will 
do. If we wanted to be very specific, we could pass a value of 
7 for instance, and GetSprite would try to give us sprite number 
1, If it failed, it would return to us a -1. 

To get die sprite ready for display, we call ChangeSprite, 
which expects as its parameters a ViewPort, a SimpleSprite, and 
a pointer to the sprite's image data. Notice that we had to fetch 
die address of our SimpleSprite with 

myss S 

since "myss" is a variable. 

Initializing the virtual sprite is similar. The sprite's color 
table is stored in SprColors. There are two sprites stored in the 
file, so the same color table is stored in the second sprite as 
well. We can get at the second sprite with 

myvs 4+ 8 

We must do 4+ before fetching the address of the virtual sprite 
from "myvs."; otherwise, we'll be storing a pointer in the wrong 
place. Before we can use the Virtual Sprite, it must be added to 
the system's Gel list, with AddVSprite. In order to keep things 
simple, I add only the first virtual sprite. To change the sprite's 
image I swap the image data pointers back and forth between 
the two sprites. 

"Initbob" reads the spirograph pattern. Initial x- and y- 
coordinate values were stored with the converter program but 
did not work well with this demo, so I simply change these 
values after the Bob has been created. Like Virtual Sprites, 



Bobs must be added to the Gel list. Before drawing die Bob, 
the list must be sorted with SortGList. The pattern is then 
drawn and removed from the list, since it is only a backdrop 
over "which die other Gels move. 

The spider is created with "initaob," The pointer to the 
resulting AnimOb is stored in the global variable "aob." Again, 
initial values of XVel, YVel, RingXTrans and RingYTrans were 
stored with the converter but proved unsighdy in this demo. 
The values of XVel and YVel are set to zero so that the spider 
does not move when it first appears. RingXTrans and Ring- 
YTrans are used to move the animation object when the system 
detects a component with the RINGTRIGGER flag set. When 
the flag is found, the system uses die NextSeq pointer to point 
back to the initial view in the sequence, and the values at RingX 
and RingY are added to the object's AnX and AnY values. I 
didn't want the spider to move when the RINGTRIGGER flag 
was found, so I had to store zeroes in RingX and RingY. 

To add the animation object to the list in exacdy the same 
fashion as AllocRemember a key is used. The contents of die 
variable "aobkey" are a pointer to the first AnimOb in a linked 
list of AnimObs. 

Now die fun begins. The word "demo" uses the initializa- 
tion routines above to build the Gel demo. All Gels are created, 
added to the list, and displayed. The program dien enters a 
loop, which continues to execute until the fire button on the 
joystick is pressed. 

First, the hardware sprite is moved, When the program 
detects the zero at the end of die path array, it resets the local 
variable "path" to point back to the beginning of the array. 
Otherwise, the sprite is moved to die current pixel values. To 
move the hardware sprite we must use die Intuition routines 
MakeScreen and RethinkDisplay. These two routines must also 
be used to display and move Virtual Sprites. 

Next, the joystick is read and the program calls die 
Animate function, which moves the spider to its new location. 
Note that the spider is not actually drawn at this time. Animate 
processes every object in die list, so even if we had five 
animation objects, we would only need one call to Animate. 
The animation system uses a simple mechanism to switch 
between views of an object. 

When you create an animation object, you store a non- 
zero value in the TimeSet field of the AnimOb data structure. 
This value is copied into another field called Timer. On each 
call to Animate, die value in Timer is incremented by negative 
one. When the value reaches zero, the system uses the NextSeq 
and PrevSeq pointers to switch to the next view of the compo- 
nent. The next view might have a TimeSet value different from 
that of the previous view, but this is perfecdy legal. Remember 
that even these TimeSet values must be "scaled" or shifted six 
bit-positions to die left. 

Before die Gels can be drawn* the list needs to be sorted. 
SortGlist does the sorting for us. Finally, one call to DrawGList 
draws die entire list of Gels. 

The hardware sprite is then moved a second time, and the 
Virtual Sprite's image is toggled. Why bother to have two 
Virtual Sprites around if only one will be added to die system 
list? In this program, both sprites are the same size, so the 
question is quite valid. However, what if diis weren't the case? 
In the real world, it is very likely that different views of an 
object will be different sizes. Even a difference of one or two 
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pixels could cause problems, because the image data will not be 
interpreted correctly. 

In all probability, if you were using these functions in a 
real graphics application, you would have one virtual sprite (or 
bob) that is actually added to the list and the array that is 
passed to the appropriate "Make" Gel function. When it came 
time to display a different view of the object, you would have to 
copy the width, height and depth values— as well as the image 
data pointer — into the virtual sprite data structure that you 
actually added to the list. 

To check for the joystick trigger, we examine eight bits at 
location "sticktrig" ($BFE001). When the value at this location is 
124, the trigger has been pressed, and the loop terminates. 

Before exiting, we must remember to return to the system 
all those resources the demo program was using. The hardware 
sprite is returned with FreeSprite, the Virtual Sprite is removed 
from the list, and the screen is closed. Also, we mustn't forget 
the memory that is tied up in the spider's CollisionMask, 
Borderline, and ImageShadow. The function FreeG Buffers 
frees up this memory. A zero is passed to FreeGBuffers to 
indicate that the spider was not double-buffered. 

Finally, we free up all remaining memory with FreeRe- 
member. The Remember key is passed, along with a non-zero 
value, to indicate that we want all memory freed. If we pass a 
value of zero to FreeRemember, the function deallocates only 
the space for the link nodes (the Remember structures) and 
leave the allocated memory blocks intact. 

Well, this concludes the Gels in Multi-Forth series, I hope 
I was able to pass along some knowledge in an enjoyable, 
comprehensible way. If you are interested in using the updated 
converter program, look for it soon on an Amicus disk! 



Listing One: gels.f 



\ All programs were written using Multi-Forth, from 

\ Creative Solutions 

\ 4701 Randolph Rd. suite 12 

\ Rockville MD 20852 



Globals fcr Gels.f 



global fileid to fileid \ File handle returned by dosOpen 

10 10 4 2array gacarr \ Will hold AnimComps „ . . 

global idata to idata \ Address of ImageData read from 

data files 

global size to size \ Size in bytes of the ImageData. 

global numgels to numgels \ Number of gels in the data file. 



( readygels initializes the Gel system ) 
( rport = address of a RastPort structure ) 
( key = address of a Remember key variable ) 
: readygels ( rport / key — ) 

locals I head tail ginfo rkey rport I 

rkey Virtual Sprite MEMF_CLEAR AllocRemember to head 
rkey virtual Sprite MEMF_CLEAR AllocRemember to tail 
rkey Gelslnfo MEMF_CLEAR AllocRemember to 



ginfo 



1. 



252 ginfo +gisprRsrvd c! \ Reserve sprites and 

ginfo +gileftmost w! 
ginfo +gi topmost w! 

rport +rpBitMap 8 +bmBytesPerRow w@ 8* 1- 
ginfo +girightmost w! 



Even Up The Score! 

I 




■HH 



I 



Let your Amiga give you the Advantage 
in making better investment decisions! 

Color graphics of Individual Stocks and General Market 
Trends help you make more profit in this volatile market. 
High Low Close, Moving Averages, Centered Moving 
Averages, Volume, Relative Strength, Stochastics, Wilder's 
RSI, Cycles, Trend lines and Momentum. Powerful re- 
ports such as the Relative Strength Report help you pick 
the best performers. Use the Market Barometers to help 
you time your market entries. Update Stocks, Mutual 
Funds and Commodities manually or automatically. Easy 
to use communications included. 



Only $99.95 



See your local Deafer or Call: 

Software Advantage Consulting Corporation 

37346 Charter Oaks Blvd 

ML Clemens, MI 48043 (313) 463-4995 

Amiga and the Investor's Advantage are trademark* of their respective companies. 



AllocRemember 



Circle 138 on Header Service card. 



rport +rpBitMap +bmRows wfi 1- 
ginfo +gibottommost w! 

rkey 4 8* MEMF_CHIF KEMF_CXEAR I AllocRemember 
ginfo +gilastColor I 

rkey 2 8* MEMF_CHIP MEMF_CLEAR I AllocRemember 
ginfo +ginextLine 1 

rkey collTable MEMFjCHIP MEMF_CLEAR | 

c 
ginfo +gieollHandler ! 

ginfo rport +rpGelsInfo I 
head tail ginfo InitGels ; 



( 



» 



( raakehardsprt - reads in hardware sprites from disk 
) 

( name - address of a NULL terminated filename string. 
) 

( key ■ address of a variable for Remembering, 
) 

( ssarr ■ either an address of a variable, or an array big 
enough to ) 

( hold all sprites in the file. 
) 

: makehardsprt { name / key / ssarr - ) 
locals | ssprt ssarr rkey name I 

name MODE_GLDFILE do 3 Open to fileid 

fileid addr.of numgels 4 dosRead drop 

numgels do 
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rkey SimpleSprite MEMF_CLEAR AllocRemember to 


locals I Ibob vs vsarr barr rkey name 1 


ssprt 










fileid ssprt SimpleSprite dosRead drop 


name M0DE_OLDFILE do s Open to fileid 




ssprt +ssheight w@ 2+ 4* to size 








rkey size MEMF_CHIP MEMF_CLEAR ! AllocRemember to 


fileid addr.of numgels 4 dosRead crop 


Idata 










fileid Idata size dosRead drop 


numgels 


do 




idata ssprt +ssposctldata i 




rkey VirtualSprite MEMF_CLEAR AllocRemember to vs 
rkey Bob MEMF_CLEAR AllocRemember to 




numgels 1 > if 


lbob 






ssprt ssarr i 4* + I 




fileid vs VirtualSprite dosRead drop 




else 




fileid lbob Bob dosRead drop 




ssprt ssarr ! 




vs +vsHeight w3 




then 




vs +vsWidth w@ * 




loop 




vs +vsDepth w(§ * 2* to size 

rkey size MEMF_CHIP MEMF_CLEAR [ AllocRemember to 


fileid dosClose ; 


idata 










fileid idata size dosRead drop 


( makevsprt — reads in virtual sprites from disk. 


idata vs *vsImageData I 


> 






lbob vs tvsVSBob ! 


( name ** 


address of a NULL terminated filename. 




vs lbob +bobBobVSpr!te ! 


J 

( key = 

) 


address of a variable for Remembering. 




rkey 

vs +vsHeight w(? vs +vsWidth wd * 2* 


( vsarr = 

) 


either an address or an array to store vsprites at. 




MEMF_CLEAR MEMF_CHIP 1 AllocRemember dup 
vs +vsCollMask I 


: makevsprt ( name / key / vsarr - ) 




lbob +bobXmageShadow ! 


locals] lvsprt vsarr rkey name | 












rkey 


name MODE_OLDFILE dosOpen to fileid 




vs +vsWidth w0 2* 








MEMF CHIP MEMF CLEAR | AllocRemember vs 


fileid addr.of numgels 4 dosRead drop 


+vsBorderLine ! 


numgels 


do 




vs +vsFlags w0 SAVEBACK and 




rkey VirtualSprite MEMF_CLEAR AllocRemember to 




if 


lvsprt 






rkey size MEMF_CLEAR MEMF_CHIP | AllocRemember 




fileid lvsprt VirtualSprite dosRead drop 




lbob +bobSaveBuffer ! 




lvsprt +vsHeight w@ 




zr.er. 




lvsprt +vsWidth w§ * 








lvsprt +vsDepth 


w(3 * 2* to size 




bob +bobDBuffer 




rkey size MEMFCHIP MEMFCLEAR | AllocRemember 




if 


to idata 






rkey DBuf Packet MEMF_CLEAR AllocRemember 




fileid idata size dosRead drop 




lbob +bobDBuffer 1 




idata lvsprt ^vsImageData I 




rkey size MEMF_CLEAR MEMF_CHIP 1 AllocRemember 
lbob +bobDBuffer @ +dbpbufbuffer ! 




rkey 




then 




lvsprt +vsHeight w8 lvsprt +vsWidth w@ * 2* 








MEMF_CHIP MEMF_CLEAR | AllocRemember 




vs InitMasks 




lvsprt +vsCollMask 1 




numgels 1 > if 

vs vsarr i 4* + 1 




rkey 




lbob barr i 4* + 1 




lvsprt +vsWidth w@ 2* 




else 




MEMF_CHIP MEMF_CLEAR | AllocRemember 




vs vsarr I 




lvsprt +vsBorderLine ! 




lbob barr ! 

then 




lvsprt InitMasks 




loop 




numgels 1 > if 


fileid dosClose ; 




lvsprt vsarr I 4* + I 








else 


/ 






v 


i 




lvsprt vsarr ! 


( makeaob 


- read in and link together an animation object. 




then 


J 






loop 


{ name 


NULL terminated filename. 


fileid 


dosClose ; 


i 

( key 

) 


address of a variable for Remembering, 
address of a RastPort structure. 


( 


) 


( rport = 


( makebob 


— read bobs in from disk... 


) 




» 




( db 


TRUE (-1) or FALSE (0) flag indicating whether or 


( name 
) 


NULL terminated filename 


not ) 


the AnimOb is double buffered. 


( key - 


address of a variable for remembering. 


) 




) 




: makeaob 


( name / key / rport / db - aob ) 


( barr = 
> 


address of a variabl 


e or an array for bobs....... 



locals 1 




lac Ivs lbob laob w x db rport key name I 


( vsarr = 
i 


« ,x " ** 


* * " * vsprites 


( w = row, x = col ) 


) 

: makebob 


( name / key / barr 


/ vsarr — ) 


10 do 
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10 do 

j i gacarr I 
loop 
loop 

name M0DE_0LDFILE dosOpen to fileid 

key AnimOb MEMF_CLEAR AllocRemember to laob 

fileid addr.of numgels 4 dosRead drop 
fileid laob AnimOb dosRead drop 



numgels do 



key VirtualSprite MEMF_CLEAR AllocRemember to Ivs 
key Bob MEMF_CLEAR AllocRemember to 



lbob 



key An im Camp 



MEMF CLEAR AllocRemember to lac 



idata 



fileid lvs VirtualSprite dosRead drop 
fileid lbob Bob dosRead drop 

fileid lac AnimComp dosRead drop 

lvs +vsWidth w<3 lvs +vsHeight wG * 

lvs +vsDepth w@ * 2* to size 

key size MEMF_CLEAR MEMF_CHIP I AllocRemember to 



fileid idata size dosRead drop 



idata lvs +vsImageData 
lbob lvs +vsVSBob 
ivs lbob +bobbobVSprite 
lac lbob +bobbobComp 
lbob lac +acAnimBob 
laob lac +acHeadOb 

lac w x gacarr I 
x 1+ to x 



lac +acFlags w(3 RINGTRIGGER and 

if 

w 1+ to w 
to x 

-hen 




Great Prices! Shipping 
based on weight and zone. 

For Information & Catalog Call 
Voice 414-544-2066 
Pursuitable BBS 414-544-6567 



Software 

3D Options 

Ami Alignment Kit 

ANIMagic 

ARexx 

BAD. 

Baud Bandit 

Blood Money 

Cah gar; Consumer 

Copyist 

Cygnus Ed Prof 

Digi Paint 3 

Digt-View Gold 

Elite 

Jack NickJaus Golf 

Jet Master 

K.C.S. 

Kristal 

Lattice C 5.0 

Music X 

Organize! 

Pen Pal 

PIXMate 

Populous 

Pro Video Gold 



Price 

34,00 
36.00 
59.99 
31.10 
33.00 
33.99 
27.99 

165.00 

159.90 
64.69 
61.99 

140.00 
25.99 
32.99 
61.99 

145.00 
32.99 

190.00 

195.00 
47.90 
90.00 
42.30 
36.99 

185.00 



Video Page 


87.09 


TaleSpin 


33.99 


Superbase Prof 3.0 


200.00 


WShelt 


31.10 


Hardware 


Price 


501 Clone, Supra 


125.00 


8-Up Board OK 


179.00 


AMAX 


135.00 


Fast Card 2000, Xetec 


170.00 


flickerFixer 


475.00 


Floppy Drive (Int) 


115.00 


Floppy Drive, Unidrive 


140.00 


Han- D- Scan 


320,00 


Harddrive, ST296N 


550.00 


Ha/dFrame 2000 


250.00 


IMG Scan 


120.00 


Joystick, Gravis 


39.99 


Midget Racer 


350.00 


Modem, Supra 


135.00 


MIDI, ECE 


50.00 


SCSI Con., Kronos 


220.00 


SCSJ, Supra 500/2000 


185,00 


Spirit Board OK 


215.00 


Spirit Board, SIN OK 


215.00 



Orders Only Please 

Outside Wl: 800-544-6599 

Inside Wl: 414-544-6599 

Visa/MC/CODs 



loop 



to x 
w do 



begin 



while 



i x 1+ gacarr @ 

i x 1+ gacarr @ ( -> J -> I -> I -> ) 
i x gacarr @ +acNextSeq I 

i x gacarr ( <- | <- | <- | <- ) 

i x 1+ gacarr +acPrevSeq ! 
x 1+ to x 



repeat 

i gacarr 8 

i x gacarr Q +acNextSeq 



{ Point around the circle ) 



to x 

i 1+ x gacarr Q 

i x gacarr 6 +acNextComp i 

i 1+ x gacarr 9 
if 

i x gacarr @ 

i 1+ x gacarr § +acPrevComp 
then 
loop 

gacarr 8 laob +aoHeadComp I 
laob rport db GetGBuffers 
laob InitGMasks 
drop 



2414 Pendleton Place ■ Waukesha, Wl 53188 ■ 9 AM to 5 PM M-F 



Circle 134 on Reader Service card. 



fileid dosClose 
laob ; 



Listing Two: demo.f 



global cmap { Holds address of dynamically allocated color 

map. ) 

global sc { For easy access to the address of my screen, 

) 

global hardsprite ( The number of the hardware sprite returned 

by ) 

( GetSprite. 
) 

global aob ( Address of the AnimOb returned by makeaob, 
> 
hex 

dffOOc constant stickchip ( Joystick hardware address. 
) 

bfeOOl constant sticktrig ( Joystick fire button. 
) 

decimal 
create myvs 8 allot 

myvs 8 erase 
) 

variable myss myss 
SimpleSprite ) 
variable mykey mykey 
) 

variable aobkey aobkey 
) 

variable mybob mybob 
) 

variable mybobvs mybobvs 
) 
struct NewScreen ns 



( Holds two pointers to vsprites 
( A spot to store the 

( Variable for Remembering 

( Variable for AnimOb key 
( Will hold the address of a bob. 
( Holds the bob's vsprite struct , 
( The demo 
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screen 


......* 


.... 




... ) 














135 c, 


75 c, 


133 c, 


75 c, 










ns initscreen 








( Initialize the screen. 




131 c, 


75 c, 


129 c, 


75 c, 


127 c, 75 c. 








) 




















125 c, 


75 c, 


123 c, 


75 c, 












• 


















121 G, 


75 c, 


119 c, 


75 c, 


117 c, 75 c, 








hex 




















115 c. 


75 c, 


113 c, 


75 c. 










create 


sprcol 


s 






( The virtual sprite's color 


111 c, 


75 c, 


109 c, 


75 c, 


107 c, 75 c f 








table 


) 


















105 c, 


75 c. 


103 c, 


75 c, 












w, Oeea w, 


OfOO w 





ffO w, 










101 c, 


75 Cf 


99 Cf 75 Cf 


97 c, 75 Cf 








decimal 




















95 c, 


75 c. 


93 c, 75 c, 






















( Path for 


the hardware sprite 


91 c, 


75 c, 


89 Cf 75 Cf 


87 c, 75 c, 








create 


sprpath 


















85 c, 


75 c, 


83 c, 75 c, 










160 c, 


19 c, 


159 


c, 


22 c, 


1 


58 c, 25 c, 


157 


c, 


28 c, 


156 c, 


















31 c, 






















84 c, 


75 c, 


36 Cf 77 c, 88 c, 78 c, 90 c, 


80 c, 


92 c, 81 c, 


155 c, 


34 c, 


154 


c, 


37 c. 


1 


53 Cf 40 c, 


152 


c, 


43 0, 


151 c, 


94 c, 


82 c, 


36 c, 84 c, 98 c, 85 c, 100 c ( 


87 c, 


102 c, 


88 c, 


46 c, 






















104 c, 


90 Cf 


106 c, 


91 Cf 


108 c, 93 c, 110 c, 94 


c, 112 


c, 96 


150 c, 


49 c, 


149 


Cj 


52 Cf 


1 


48 c, 55 c, 


147 


c, 


58 c, 


146 c, 


c, 
















SI c, 






















114 c, 


97 c, 


116 c, 


98 c, 


118 c, 100 c, 120 c, 1 


01 c, 122 c, 


145 c, 


64 c, 


144 


c, 


67 c, 


1 


43 c, 70 Cf 


142 


Cf 


73 c, 


141 Cf 


103 c, 
















76 c, 






















124 c, 


104 c 


, 126 c 


106 


c, 12B c, 107 c, 


130 c, 


109 c, 


132 c, 


140 c, 


79 c, 


139 


c, 


82 c, 


1 


38 c, 85 c, 


137 


c, 


88 c, 


136 c, 


110 c, 
















91 c, 






















134 c, 


111 c 


, 136 C, 


113 


c r 138 c, 114 c. 


140 c, 


116 c, 


142 c, 


135 c, 


94 c, 


134 


c f 


98 c, 


1 


33 Cf 101 c, 


132 


c, 


104 e, 


131 c, 


117 c, 
















107 c, 






















144 c, 


119 c 


, 146 c 


120 


c f 148 c t 122 c, 


150 c, 


123 c, 


152 c, 


130 c, 


110 c. 


129 


c, 


113 c 


1 


28 Cf 116 Cf 


127 


c, 


119 c, 


126 c f 


125 c, 
















122 c, 






















154 c, 


126 c 


, 156 c 


127 


c, 158 c, 129 c, 


160 c, 


130 c, 


162 c, 


125 c, 


125 c. 


124 


c, 


128 c 


r 1 


23 c, 131 Cf 


122 


Cf 


134 Cf 


121 c, 


132 c, 
















137 c, 






















164 c, 


133 c 


, 166 c 


135 


Cf 168 c, 136 c, 


170 e, 


138 c r 


172 o, 


120 c, 


140 c, 


119 


c, 


143 c 


, 1 


18 c, 146 c, 


117 


c ( 


149 c, 


116 c, 


139 c, 
















152 c, 






















174 c, 


140 c 


, 176 c 


142 


c, 178 c, 143 c, 


180 c, 


145 c, 


182 C, 


115 c, 


155 c, 


114 


c, 


158 c 


113 c, 161 c, 


112 


c, 


164 c, 




146 c f 
184 c, 


148 c 


, 186 c 


149 


c, 188 c, 151 c, 


190 c, 


152 c, 


192 c, 


112 c f 


165 c, 


114 


c, 


164 C 


r 116 Cf 163 c f 










154 c, 
















118 c, 


161 c, 


120 


c, 


160 c 


t 










194 c, 


155 c 


, 196 c 


156 


c, 198 c, 158 c, 


200 c, 


159 Cf 


202 Cf 


122 c, 


158 c, 


124 


c, 


157 c 


, 126 c, 155 c, 










161 G, 
















128 c, 


154 c, 


130 


Cf 


153 c 












204 c, 


162 c 


, 206 c 


164 


c, 








132 c, 


151 c, 


134 


cf, 


150 c 


, 136 c, 148 c, 


























138 c, 


147 c, 


140 


-, 


145 c 


p 










207 c, 


164 c 


, 206 c 


161 


c, 205 c, 158 c, 


204 c, 


155 c, 


203 c, 


142 c, 


144 c, 


144 


c, 


142 c 


, 1 


46 c, 141 c, 










152 c, 
















148 c, 


140 c, 


150 


c, 


138 c 


r 












202 c, 


149 c 


, 201 c 


146 


Cf 200 c, 142 c t 


199 c, 


139 c, 


198 c, 


152 c, 


137 c, 


154 


c, 


135 c 


t 1 


56 c, 134 c, 










136 c, 
















158 c, 


132 c, 


160 


c, 


131 c 














197 Cf 


133 c 


f 196 c 


130 


c, 195 c, 127 c, 


194 c, 


124 c, 


193 d 


162 c, 


129 c, 


164 


e, 


128 c 


, 1 


66 c 127 c, 










121 c, 
















168 c, 


125 C, 


170 


c, 


124 c 


t 












192 c, 


118 c 


, 191 c 


115 


c, 190 c, 111 c, 


189 c. 


108 c. 


188 c, 


172 c, 


122 c, 


174 


c, 


121 c 


f 1 


76 e, 119 c, 










105 c, 
















178 c. 


118 C, 


180 


c, 


117 c 


t 












187 c, 


102 c 


, 186 c 


99 c, 185 c r 96 c, 184 c, 93 c r 183 c, 90 


182 c, 


115 C ( 


184 


c, 


114 c 


, 186 c, 112 c, 










c, 
















188 c, 


111 c, 


190 


c, 


109 c 












182 c, 


87 c, 


181 c, 


84 c, 


180 c, 80 c, 179 c, 1 


c, 178 


c, 74 


192 c f 


108 c, 


194 


c, 


106 c 


f 196 Cf 105 c, 










c, 
















198 c, 


104 c, 


200 


c, 


102 c 


t 










177 c, 


71 C, 


176 Cf 


68 Cf 


175 c, 65 c, 174 c, 62 


c, 173 


c, 59 


202 c, 


101 c, 


204 


e, 


99 c, 


206 c, 98 c, 










c, 
















208 c, 


96 c, 


210 


c, 


95 c, 












172 c, 


56 c, 


171 c, 


53 c, 


170 c, 49 c, 169 c, 46 


c, 168 


c, 43 


212 c, 


93 c, 


214 


c, 


92 c, 


216 c, 91 c, 










c, 
















218 c, 


B9 c ( 


220 


c, 


88 c, 












167 c, 


40 c, 


166 c, 


37 c, 


165 c, 34 c, 164 c, 31 


c, 163 


Cf 28 


222 c. 


B6 c, 


224 


c, 


85 c 


226 c, 83 c, 










c, 
















228 c, 


B2 C, 


230 


c, 


81 c, 












162 c, 


25 c, 


161 c, 


20 c ( 










232 c, 


79 C< 


234 


Cj 


78 c 


236 c, 76 c, 










Cf 
















237 c, 


75 c, 

75 c, 


235 
229 




75 Cf 
75 c, 


233 c, 75 c, 
227 c, 75 Cf 
























231 c, 


-f 










( 








) 








225 c, 


75 c, 


223 


z f 


75 c, 












( readcmap - 


read in color map values from disk. 






221 c. 


75 c, 


219 




75 c, 


217 c, 75 c, 










) 
















215 c, 


75 c, 


213 


~r 


75 c, 












: readcmap 














211 c, 


75 c, 


209 


= # 


75 c, 


207 c, 75 c, 














locals t fileid numregs | 








205 c, 


75 c, 


203 


~r 


75 c. 




























201 c, 


75 c, 


199 


-* 


75 c, 


197 Cf 75 Cf 












0" 


dfl:article3 


.cmap" MODE_OLDFILE dosOpen to 


fileid 


195 c, 


75 c, 


193 


=, 


75 c, 














fil 


eid addr.of numregs 4 dosRead 


drop 






191 c, 


75 c, 


189 


-f 


75 c, 


187 c, 75 Cf 












mykey numregs 2 


* MEMF_CHIP MEMF_ 


:lear i 


AllocRemember 


185 c, 


75 c, 


183 


"r 


75 c, 














to cmap 














181 c, 


75 c, 


179 


C, 


75 c, 


177 


c, 75 c, 


























175 C, 


75 c, 


173 


-t 


75 c, 




























171 c, 


75 C, 


169 


Zr 


75 c, 


167 c, 75 c, 












fileid cmap numregs 2* dosRead drop 






165 c, 


75 c, 


163 


= , 


75 c, 














fileid dosClose 


; 








161 c, 

155 c, 


75 c, 
75 c, 


159 
153 


C, 


75 c, 
75 c, 


157 c, 75 Cf 


















\ 








c# 












( 








i 








151 c, 


75 c, 


149 


c, 


75 c, 


147 c, 75 c, 










( readstick 


- exami 


le contents of $DFF00C 


r AND with 771 


and 


145 c, 


75 c. 


143 


c, 


75 c, 












) 
















141 c, 


75 c, 


139 


Cf 


75 c, 


137 c, 75 c, 










( 
) 




take 


appropriate action. 
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; reads tick 


map J 




stickchip wQ 771 and 


( 


table. Add the vsprite to the list. 


case 


> 




{ stick is centered. } 


; initvs 




of aob +aoxvel w! 




0" dfl ; stickfig. vsprite" mykey myvs makevsprt 


aob +aoyvel w! 




sprcols myvs @ +vssprcolors ! 


endof 




sprcols myvs 4+ @ +vssprcolors 1 
myvs @ sc +scRastPort AddVSprite ; 


{ stick is pulled back. ) 






1 of aob +aoxvel wl 




\ 




) 


4 6 scale aob +aoyvel wl 


( initbob 


— read the spirograph, change x & y values, add the 


endof 




bob, draw it, and remove it, so it doesn't clutter 


{ stick is back, right. ) 






2 of 3 6 scale aob +aoxvel w! 




the list. 


4 6 scale aob +aoyvel wl 






endof 


: initbob 


0" dfl:spiro.bob" mykey mybob mybobvs makebob 


( stick is right ) 




110 mybobvs @ +vsx w! 


3 of 3 6 scale aob +aoxvel w! 




50 mybobvs @ +vsy w! 


aob +aoyvel wl 




mybob @ sc +scRastPort AddBob 


endof 




sc +scRastPort SortGList 

sc +scRastPort 3C +scViewPort DrawGList 


( stick is up. ) 




mybob @ sc +scRastPort sc +scViewPort RemlBob ; 


256 of aob -faoxvel w! 






-4 6 scale aob +aoyvel tfl 


t 




( 


) 


endof 


( initaob 


— read in the spider, set its velocities and ring 


{ stick is up, right ) 


) 
( 


translation values to zero, add the AnimOb. 


259 of 3 6 scale aob +aoxvel wl 


) 




-4 6 scale aob +aoyvel w! 


: initaob 




endof 




0" dfl: spider. aob" mykey sc +scRastPort 




makeaob tc 


aob 


( stick is up, left ) 




aob +aoxvel w! 


512 of -3 6 scale aob +aoxvel wl 




aob +aoyvel w! 


-4 6 scale aob +aoyvel w! 




aob +aoRingXTrans wl 


endof 




aob +aoRingYTrans wl 


< stick is left ) 




aob aobkey sc +scRastPort AddAnimOb ; 


768 of -3 6 scale aob +aoxvel wl 






aob +aoyvel wl 




^ 




J 


endof 


( demo — open the screen, initialise all Gels, loop until 


( stick is down, left. ) 




joystick fire button is pressed. 


769 of -3 6 scale aob +aoxvel w! 






4 6 scale aob +aoyvel wl 


: demo 




endof 





sprpath locals | path vstoggle 1 


endcase ; 


de 

in 


moscreen 


\ ) 

( demoscreen — open up the screen, load the color map, 


itvs 


initialize ) 


initbob 


( the gel system. 


initss 


) 


initaob 


: demoscreen 






ns +nsviewmodes wi 


begin 


SPRITES ns +nsviewmodes wl 




path c@ 0- 


ns +nsType dup w@ SCREENQUIET | swap w! 




if 


ns openscreen 




sprpath to path 


currentscreen 8 to sc 




then 


readcmap 






sc +scViewPort cmap 32 LoadRGB4 




sc +scViewPort myss @ 


sc +scRastPort my key ready gels ; 




path cO path 1+ cG MoveSprite 
path 2+ to path 


\ - -•■ - ) 




( initss — read the pinball image from disk, allocate a 






hardware ) 




sc MakeScreen 


( sprite, and get the sprite ready for display. 

) 

: initss 




RethinkDisplay 




readstick 


0" dfl:pinball. sprite" mykey myss makehardsprt 




aobkey sc +scRastport Animate 


myss Q -1 GetSprite to hardsprite 




sc +scRastPort Sortglist 


sc +scViewPort myss @ dup +ssposctldata 8 




sc +scRastPort sc -fscViewPort Drawglist 


ChangeSprite ; 




path cS 0= 
if 


< J 




{ initvs — read in the stick figure, store pointers to color 




sprpath to path 

then 
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sc +scViewPort myss 3 






KEMF_CKI? i 






MEMF_CLEAR) ; 


path c@ path 1+ c@ MoveSprite 






path 2+ to path 




ginfo -> next Line = (WORD *) 

AllocRemember (key, sizeof (WORD) * 3, 


sc MakeScreen 




MEMF_CHIP 1 


RethinkDisplay 




MEMF_CLEAR) ; 


vstoggle if 




ginfo -> collHandler - (struct collTable *> 


myvs (2 +vslmagedata @ 




AllocRemember (key, sizeof (struct 


myvs 4+ @ +vsimagedata @ 


myvs @ 


collTable) , 


+vsimagedata ! 




MEMFJTHIP | 


myvs 4+ @ +vsimagedata ! 




MEMF_CLEAR) ; 


vstoggle not to vstoggle 






else 




rport -> Gelslnfo « ginfo; 


vstoggle not to vstoggle 




InitGels (head, tail, ginfo) ; 


then 




} /* ReadyGels */ 


sticktrig c@ 124 = 






until 




/* * / 


/ / 

/* 

> MakeHardSprt (name, key, ssarr) 


harcsprite FreeSprite 




myvs @ RemVSprite 




> Synopsis: Reads in data stored in the user's file, sets 


sc CloseScreen 




> up a hardware sprite. 


aob sc +scRast?ort FreeGBuffers 




> Inputs: name: NULL terminated filename. 


my key -1 FreeRestember ; 




> key: pointer to a Remember struct. 

> ssarr: either an array of SimpleSprite pointers, 


/* 




> or if there is only one gel in the file, 








> the address of a pointer to a 




Listing Three : gels.c 






SimpleSprite. 

> Returns: an initialized SimpleSprite, or an array of 

> SimpleSprites. 
*/ 


» Functions for initialising Gels... 




*/ 






void MakeHardSprt (name, key, ssarr) 
char *name; 


iinclude <exec/types.h> 






struct Remember **key; 


# include <exec/memory.h> 






struct SimpleSprite **ssarr; 


Iinclude <graphies/sprite.h> 






{ 


#include <graphics/gels .h> 






Iinclude <graphics/rastport.h> 




BPTR fileid = NULL; 


Iinclude <Intuition/intuition.h> 




struct SimpleSprite *ssprt = NULL; 


Iinclude <libraries/dos .h> 




WORD *idata -» NULL; 


Iinclude <proto/intuition.h> 




int i; 


Iinclude <proto/dos.h> 




long numgels - 0; /* number of sprites in the file. 


Iinclude <proto /graphics. h> 




*/ 




/* * 






long size ■ 0; /* size of the image data, in bytes. 
*/ 


r 




f 

> ReadyGels prepares the sy 


stem for use. 




> This is lifted pretty muc 


4 intact from the Rom Kernel 




> Manual. . .Except all my al 


location is done 


with 


fileid = Open(name,MODE_OLDFILE) ; 


AllocRemember () . 








*/ 






Read (fileid, (char *) finumgels, 4L) ; 


void ReadyGels (rport, key) 








struct RastPort "rport; 






for(i =0; i < numgels; i++) 


struct Remember **key; 
{ 






{ 

ssprt = (struct SimpleSprite *) 


struct VSprite *head 


= NULL; 




AllocRemember (key, sizeof (struct 


struct VSprite *tail « NULL; 




SimpleSprite) ,ME*ffi>_CLEAR) ; 


struct Gelslnfo *ginfo ■ NULL; 




Read(fileid, (char *) ssprt, (long) sizeof (struct 


head = (struct VSprite *) 




SimpleSprite) ) ; 


AllocRemember (k 


ey, sizeof (struct 




size - < (ssprt->height + 2L) } * 4L; 


VSprite) ,MEMF_CLEAR) ; 






idata ■ (WORD *) AllocRemember (key, size, MEMF_CHIF 1 


tail = (struct VSprite 


*> 




MEMF_CLEAR) ; 


AllocRemember (k 


ey, sizeof (struct 




Read (fileid, (char *) idata, (long) size); 


VSprite) ,MEMF_CLEAR) ; 








ginfo - (struct Gelslnf 


o *) 




ssprt -> posctldata = idata; 


AllocRemember (k 


ey, sizeof (struct 






Gelslnfo) ,MEMF_CLEAR) ; 






/* If there is more than one gel, we're storing in an array, 
*/ 

/* otherwise, we're storing in a pointer. 


ginfo -> sprRsrvd = -lj 






ginfo -> leftmost = 0; 






*/ 


ginfo -> topmost = 0; 








ginfo -> rightmost ■ rport->BitMap->BytesPerRow * 8 - 1; 


if (numgels > 1) 


ginfo -> bottommost = rport ->3itMap->Rows - 1; 


ssarr [i] - ssprt; 
else 

•ssarr = ssprt; 


ginfo -> lastColor = (WORD **) 




Al 1 ocRemembe r ( key , s i zeo f ( LONG ) * 8 , 
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} /* for */ 

Close (fileid) ; 
) /* MakeHardSprt */ 



/* — */ 

/* 

> MakeVSprt (name, key, vsarr) 

> Synopsis: Reads in data stored in a VSprite file. 

> Inputs: name: NULL terminated file name. 

> key: pointer to a Remember struct. 

> vsarr: if more than one VS in the file, an array 
of 

> pointers to VSprites, otherwise, it's an 

> address of a pointer to a VSprite. 

> Returns: An initialized VSprite, or array of Vsprites. 
*/ 

void MakeVSprt {name, key, vsarr) 

char *name; 

struct Remember **key; 

struct VSprite **vsarr; 

i 

BPTR fileid = NULL; 

struct VSprite *vsprt = NULL; 

WORD * idata = NULL; 

int i; 

long numgels ■ 0; 

long size = 0; 



fileid = Open (name,M0D£_OLDFILE) ; 

Read(fileid, (char *} Snumgels, 4L) ; 

for(i =0; i < numgels; i++) 
{ 
vsprt ■ (struct VSprite *} 

AllocRemember (key, sizeof (struct 
VSprite) ,MEMF_CLEAR) ; 

Read(fileid, (char *) vsprt , (long) sizeof {struct VSprite}); 

size - (vsprt->Height * vsprt->Width * vsprt->Depth) * 2L; 
idata = {WORD *) AllocRemember {key, size, MEMF_CHIP | 
MEMF_CLEAR) ; 

Read (fileid, (char *) idata, (long) size); 

vsprt -> CollMask = (WORD *) 

AllocRemember {key, 

(vsprt->Height * vsprt- 
>Width) * 2L, 

MEMF_CLEAR I MEMF_CHIP) ; 

vsprt -> EorderLine = (WORD *} 

AllocRemember (key, vsprt->Width * 2L* 
MEMF_CLEAR 1 MEMF_CHIP) 

vsprt -> ImageData * idata; 

InitMasks (vsprt) ; 

if (numgels > 1) 

vsarr [i] = vsprt; 
else 

*vsarr = vsprt; 

) /* for */ 

Close (fileid) ; 
} /■* MakeVSprt */ 



*/ 



/* MakeBob (name, key, barr, vsarr) 

> Synopsis: Reads in and initializes a bob, or an array of 

> bobs . 

> Inputs: name: NULL terminated file name. 



> key: pointer to a Remember struct. 

> barr: array of pointers to Bobs, or an address 

> of a pointer to a Bob if only one gel in 

> the- file. 

> vsarr: same as above, only VSprites. 

> Returns: initialized bob, or an array of bobs. 
V 

void MakeBob (name, key, barr, vsarr) 

char *name; 

struct Remember **key; 

struct Bob **barr; 

struct VSprite T *vsarr; 

{ 

struct Bob *bob - NULL; 

struct VSprite *vs = null; 

WORD * idata ~ NULL; 

BPTR fileid = NULL; 

int i; 

long numgels = 0; 

long size = 0; 

fileid - Open (name, M0DEJ3LDFILE) ; 
Read (fileid, (char *) £ numgels, 4L) ; 

for(i = 0; i < numgels; i++} 
( 

vs = (struct VSprite *) 

AllocRemember (key, sizeof {struct 
VSprite} ,MEMF_CLEAR) ; 

bob = (struct 3ob *) 

AllocRemember (key, sizeof (struct Bob) , MEMF_CLEAR) ; 

Read (fileid, {char *)vs, (long) sizeof {struct VSprite)); 
Read {fileid, {char *) bob, {long) sizeof {struct Bob) ) ; 

size ■ (vs->Height * vs->Width * vs->Depth) * 2L; 
idata - (WORD *) AllocRemember (key, size, MEMF_CLEAR | 
MEMF_CHIP) ; 

Read (fileid, (char *) idata, size) ; 

vs -> ImageData = idata; 
vs -> VSBob - bob; 
bob -> BobVSprite = vs; 



2L, 



2L, 

MEMF CHIP) ; 



vs->CollMask = bob->ImageShadow = 

{WORD *) AllocRemember (key, vs->Height * vs->Width * 

MEMF_CLEAR | MEMF_CHIP) ; 

vs->BorderLine = (WORD *} AllocRemember (key, vs->width * 

MEMF CLEAR | 



if(vs->Plags & SAVEBACK) 
bob->SaveBuffer - (WORD *) 

All ccRemember (key, size, MEMF_CLEAR | 
MEMF_CHIP>; 

if (bob -> DBuffer 1= NULL) 
{ 

bob -> DBuffer = (struct DBufPacket *•) 

AllocRemember (key, sizeof (struct 
DBufPacket) , 

MEMF_CLEAB) ; 
bob -> DBuffer->3uf3uffer = 

(WORD' *) AllocRemember (key, size, 

MEMF_CLEAR | 
MEMF_CHIP); 
J 
InitMasks (vs) ; 
if( numgels > 1 ) 
( 

vsarr[i] = vs; 
barrti] = bob; 
} 
else 
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*vsarr = vs; 
*barr = bob; 
) 
) /* for */ 
Close {fileid) ; 
} /* MakeBob */ 



/* MakeAOB (name, key, rport,db) 

> Synopsis: Creates and links together an animation object 

> from data stored in a file, 
name: NULL terminated file name. 

key: pointer to a Remember struct. 

rport: pointer to a RastPort. 

db: an int, TRUE if user wants double 



FALSE otherwise, 
returns a pointer to an AnimOb via a 'return' 
statement . 



> Inputs: 

> 

> 

buffering, 
> 

> Returns: 
> 

*/ 

struct AnimOb * MakeAOB (name, key, rport, db) 

char *name; 

struct Remember **key; 

struct RastPort *rport; 

int db; 

{ 

struct AnimComp *acarr [10) [10] ; 

struct AnimComp *ac ■ NULL; 

struct VSprite *vs = NULL; 

struct Bob *bob - NULL; 

struct AnimOb *aob = NULL; 

WORD * idata = NULL; 

BPTR fileid - NULL; 

long numdone = 0; 

long size =0; 

int i,k; /* various loop control vars */ 

int h = 0; int j = 0; /* j » row, h - column */ 

/* The 10x10 array of AnimComps needs to be cleared of 
garbage. */ 

for(i = 0; i < 10; i++) 
for(k = 0; k < 10; k++) 

acarr[i] [k] = NULL; 

fileid = Open(name,MODE_OLDFILE) ; 

aob = (struct AnimOb *) 

AllocRemember (key, sizeof (struct AnimOb) ,MEMF_CLEAR) ; 

Read(fileid, {char *) Snumdone, 4L) ; 

Read (fileid, (char *) aob, sizeof (struct AnimOb) } ; 

for(i =0; i < numdone; i++) 
{ 

vs = [struct VSprite *) 

AllocRemember (key, sizeof (struct 
VSprite} ,MEMF_CLEAR) ; 

bob = (struct Bob *) 

AllocRemember {key, sizeof (struct Bob) ,MEMF_CLEAR) 
ac = (struct AnimComp *) 

AllocRemember (key, sizeof (struct 
AnimComp) r MEMF_CLEAR) ; 

Read(fileid, (char *)vs, sizeof (struct VSprite)); 
Read (fileid, (char *)bob, sizeof (struct Bob)); 
Read(fiieid, (char *) ac, sizeof (struct AnimComp) ) ; 

size = vs->width * vs->Height * vs->Depth * 2L; 
idata = (WORD *) AllocRemember (key, size, MEMF_CLEAR | 
M£MF_CHIF); 

Read (fileid, (char *) idata, size) ; 

vs -> ImageData = idata; 

vs -> VSBob = bob; 

bob -> BobVSprite = vs; 

bob -> BobComp = ac; 



ac -> AnimBob ■ bob; 
ac -> HeadOb ■ aob; 

acarr[j] [hj k ac; 

h++; 

iff ac -> Flags s RINGTRIGGER ) /* time to start */ 

{ /* on a new row? */ 

j++; h = 0; 

} 

} /* for */ 

h = 0; 
j-? 

for(i =0; i <= j; i++) 
{ 

while (acarr[ij [h+lj •- NULL) 
i 

acarr[i][h] -> NextSeq = acarrfij [h + 1]; 
acarr[i] [h + 1] -> PrevSeq = acsrr[i] [h] ; 
h++; 
\ 
acarr(il[h] -> NextSeq - acarr[i][0]; 
h = 0; 

acarr [i] [h]->NextComp « acarr[i + i][h]; 
if(acarr[i + 1] [hj I- NULL) 

acarr[i + 1] [h] -> PrevComp - acarr[i][h]; 
} /* for */ 

aob -> HeadComp - acarr[0][0]; 
GetGBuf fers (aob, rport, db) ; 
InitGMasks (aob) ; 

Close (fileid) ; 
return (aob) ; 
} /* MakeAOB */ 



Listing Four: dos. calls 



\ **** Dos function calls, as per Multi-Forth. 

V ** I've prefaced each function with 'dos' to avoid 

V ** confusion with Multi-Forth' s file functions. 



dosOpen 


Id2 


dosClose 


Idl 


dosRead 


!d3 


dosWrite 


!d3 


dosIoErr 


call 


dosDelete 


!dl 


dosExamine 


!d2 


dosExNext 


Id2 


CurrentDir 


Idl 


ParentDir 


Idl 


dosLock 


Id2 


dosUnlock 


Idl 


dosExit 


Idl 


dos Loads eg 


idl 


dosUnLoadSeg 


Idl 


dosCreateProc 


I 



idl 



GdO 



7 @d0 

8 GdO 



call. lib 1 5 

call. lib 1 6 ; 
!d2 Idl call. lib 
Id2 Idl call. lib 
.lib 1 22 @d0 ; 

call. lib 1 12 ; 
Idl call. lib 1 
Idl call. lib 1 
call. lib 1 21 
call. lib 1 35 @d0 ; 

!dl call. lib 1 14 GdO ; 
call. lib 1 15 ; 
call. lib 1 24 ; 
call. lib 1 25 @d0 ; 
call. lib 1 26 ; 
d4 Id3 Id2 Idl call. lib 1 23 GdO 



17 8d0 

18 GdQ 

edO ; 



•AC* 



Be an 

mazme samiga 

JTll 

Writer! 

Call or write Today for our Writer's Guide. 



AmazinsAi 

JL JL computing'C/^ 

Yir*,r fjTi£t»*l IHttfA.* MariMy ir...~n. jflr 
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The AMICUS & Fred Fish 
Public Domain Software Library 

This software is collected from user groups and electronic bulletin boards around the nation. Each Amicus disk is nearly full, 
and is fully accessible from the Workbench. If source code is provided for any program, then the executable version is also 
present, This means that you don't need the C compiler to run these programs. An exception is granted for those programs 
only of use to people who own a C compiler. 



The Fred Fish disk are collected by Mr. Fred Fish, a good and active friend of the Amiga. 

Note: Each description line below may include something like 'S-0-E-D\ which stands for 'source, object file, executable and documentation'. Any combination of these letters indicates 
what forms of the program are present. Basic programs are presented entirely in source code format. 



AHfCUSOisH 

ABasic programs: Graphics 

3DSoSds 3d solids modeling prog, w/sample data files 

Blocks draws blocks 

Cubes draws cubes 

Durer draws pictures in the style of Durer 

FScape draws fractal landscapes 

3D drawing program, w/ hidden lire removal 

simple paint program 

draw several optcal illusions 

Simple pain; program 

draws the Shunte in 3d wireframe 

graphics demo 

speech utfity 

draws spheres 

draws color spirals 

3d function plots 

artfida! tocography 

draws drclegraphfes 

draws fractal planet landscapes 
ABasic programs: Tools 
AddressBook sim pie database program for addresses 

simple card file database program 

mufii window demo 

shows keycodes lor a key you press 

run many ABasic programs from a menu 

way to get more colors on the screen 

at once, using aliasing 
shapes simple cotofshape designer Speak ft 

speech and naTator demo 
ABasic programs: Games 
BrickOui dassiccompyterbricKwallgame 

Ofrelio also known as 'go' 

Saucer sim pfe shoot-em-up game 

Spgiing simple talking spelling game 

ToyBox selectaWep/aphicsdemo 

ABasic programs: Sounds 
Entertainer plays that tune 

pretends it's a real computer 

srmpfepofice siren sound 

plays "The Dance of the Sugarplum Faces' 



JPad 
Optcal 

PaintBox 

Shuttle 

SpaceArt 

Speaker 

Sphere 

Spiral 

ThreeDee 

Topography 

wheels 

Xenos 



CardFile 
Deno 
KeyCodes 
Menu 

MoreCofors 



HAL9000 

Police 

SugarPlun 

Cprograms: 

ATerm 

cc 



simple terminal program, S-E 
aid to compiling withLafjce C 



decvm opposite oi CONVERT (or cross developers 

Dotty source code to the 'cony w;ndowdemo 

echo* unix-sty!e fSertame expansion, partial S.O-D 

fasterfp explains use of last-floating po h\ main 

RxDale fixes Future dates on alt lies on a disk, S-E 

freedfaw am pte Workbench drawing prog ..S- E 

GfxMsm graphic memory usage indicator, S-E 

Greo searches for a given string in a file with docs, 

ham shows off the hdd-and-moeify 

method of color general 

fa si parallel cable transfers between 

an IBM and an Amiga 

Mandelbrot set Of ogram , S- E 

patterned graphic demo, S-E 

makes Lattice C object Hie symbols 

viable to Wack,S-E 

quick sort slangs routine 

example sampfe window LO 
setlace turns on interiace mode, S-E 

sparks qix-type graphic demo. S-E 

Other execu table prog rams : 
SpeschToy speech demonstration 

displays all avalabfelonis 



IBM2Amiga 

Marc- 
moire 
objfbc 

quek 



Which Font 
Texts: 

6S02O 
Aliases 



Bugs 
CLTCi 



describes 68020 speedup board from CSA 
explains uses ol the ASSIGN command 
known bug list in Lattice C 302 
reference card Vjf AmigaDOS C U 

CLICommands guide to using neCLJ 

Commands shorter gy!de :c AmigaDOS CU com mands 
giide lo the ED editor 
Amiga COS fifenam e wildcard conventions 
explains rare graphics chips that can do 
more colors 

description of ihe serialport pihoul 
tips on setting up your RAM: disk 
tips on using ROMWack 
explanation o! Instrument demo sound 
f; o lormat 

Speed refutation o! Amiga's C P U and custom chip speed 

WackCmd s tips on using Wack 

ami cu s Pi sk , a 

Cprograms: 



ICard 



Ec Com frauds 

Filenames 

HaiO.ight 

McoemPins 
RAMdsks 
ROMWack 
Sounds 



AmigaDOS object library manager , S-E 

text fi le archive program , S-E 

auto-chops executable files 

simple CUsnel, S-E 

fie compression programs, S-E 

a familiar game, S-E 

a simple 'make' programming utility. S-E 
an early version of the Amiga test editor, S-E-D 
Assembler programs: 
bseardiasm binary search code 

Unix compatible qsort() function, source 

and C test program 

se&npfl code for Lattice 3.02 

Unx system V compatible printftt 

Unix compatible treeO function. 0~D 
(This dssk formerly had IFF specification files and examples. Since 
this spec is constamly updated, the IFF spec fries have been rrwed 
to their own disk in the AMICUS collection.) 
John Draper Amiga Tutorials: 
Animate describes animation algorithms 

Gadgets tutorial on gadgets 

Menus leam about Intuition menus 



fixobj 
shell 
sq.usq 

YachtC 
Make 

Emacs. 



qsortasm 

setimp-asm 

SVprintf 

trees.o 



AMI CU S Di sk , 3 
C programs: 



Xief 

Bbi:cdor 
Chop 
Cleanup 
CR2LF 

Error 
He3o 

Kernirt 



SkewS 



CrazySghts 



a C cross-reference gen., S-E 
extra-half -bright chip gfx demo, S-E 
truncate (chop) files down to size, S-E 
removes Sfrange characters from text files 
converts carnage returns to line 'eeds in Amiga files, S-E 
adds compile errors to a C file, S 
window ex. from the RKM.S 
generic Kermit implementation, flak©/, 
no terminal mode, S-E 
sound demo plays scales, S-E 
Rubik cube oemo in hi-res colors, S-E 

AmigaBasfcProgsfdir) 

Automata cellular automata simulation 
can) game 
function graphing programs 

v.i-h-gHour a game 

ABasiC programs; 

Casino games ol poker, blackjack, dee, and craps 

Gomoku also known as "otheRo' 

Saboia ge sort of an adventure game 

Executable programs: 

Disassem a 63000 disassembler. E-D 

DpSGde shows a given set of IFF pictrres, E-D 

Arrange a text fomt atting program . E-D 

Assembler prog rams: 

Aracterm terminal program wim speecn andXmodem,S-E 

AMICUS Disk 4 Fi les from the orig inaf Amiga 
Technical BBS 

Nole thai some of these files are eld, and refer lo order versions of Ihe 

operating System, These Has came from the Sun system that served as 

Amiga technical supper, HQ for most of 1985. These I 'es do no: carry a 

warranty, and are for educational purposes orvy. Of course, (hats not to 

say they donl work. 

Complete and nearly up^o-cate C source to Inage.ed", an early version 
of the Scon Editor. This is a I tie l£ky r but com pies and runs. 

An Intuition demo, in full C source, including fifes: demomenu.c. 
demoxenu2.c, demoreq.c, getascii.e, idemo.c, idemo.guide, 
idemo.make, idenoaii.h, nodosa, and towrrte.c 



addmem.c 

bobtest.c 

console lO.c 

creaport.c 

creastdi.e 

cfeaiaskx 

diskio.c 

doHy.c 

duafptey.c 

flood.c 

freemapc 

geftootso 



inputoev.c 

toystkc 

keybd.c 

layertes-c 

mousport£ 

ownfcox, 

ownfib^sm 

paralestc 

seriiesLc 

serisampo 

ptinintr.c 

pftbase.h 

regintes.c 

settace.c 

setparallet.c 

SetSerial.c 

singplayjc 

speechtoy.c 

timecely.c 

timer.c 

timrstuf-C 

WhtchFontJC 



add external memory to the system 

example of BOB use 
son stfe JO example 
create and delete ports 

create standard I/O requests 
creating task examples 
example of tack read and write 
source to the dotty window" demo 

dual play field example 

flood fsJI example 

old version of J freemap' 

■oats for VSprites and 80Bs 

graphic memory usage indicator 

window exampfe from RKM 

adding an inpiil nanoler to the input stream 

reading she joystick 

(Erect keyboard reading 

ayers examples 

lest mouse port 



example of making your own fbrary with Lattice 

:ests parallel port commands 

:esis serial port commands 

example of serial port use 

sample printer interface code 

primer device definitions 

region test program 

source lo interface ontoff program 

set the attributes of the parallel port 

set the attributes (parity, data bits) of the serial port 

single piayfeH example 

source to nanator and pheneics demo 

simple timer demo 

exec su pport timer functions 

more exec support timer functions 

bads and displays atl available system fonts 
process.) and prtbasej assmewer include files: 
autorqsir.txt wamingsofdeadlockswitti auior equesters 
consdeCtxt copy of the RKM console I/O chapter 
diSkfonl.txt warningofdisklonlloadingbug 
fullfunc.txt Ssi of ^defines, macros, Junctions 
inputdev.tJl preiminary copy of the input device chapter 
License information on Workcer eh $ st 2j'j:n\\ cense 
printer pre-release copy of ihe chapter on printer drivers, from RKM 1.1 
v11fd.M 'riff of -d file changes from version 1,0 to 1.1 tiMMW 
of include file changes from version 28 to 1 .0 
AMICUS Disk 5 Files from the Amiga Link/ 

Amiga Irrrbrmation Network 
Note that some of these fies are old, and refer to older versions of the 
ooeraUng system . These files are from AmigaUnk,Foratime, Com mo- 
dore supported Amiga Link, aka AIM, for online developer technical 
support. Ii was orty up and running for several weeks. These Istes do not 
cany a warranty, and are foreducaSonat purposes onfy. Ol course, that's 
not to say they donl work. 

A demo of Intuition menus called 'menudemo*, in C source 
whereis.e find a fife searching a9 subdirectories 

bobtestc BOB programming example 

sweepc sound synthesis example 

Assembler flies: 

mydev-asm sam pie device driver 
myfi b^sm sam pi e library example 
mylb-i 
mydevj 
asmsuppj 

macros.i assembler Lndude ftles 

Texts: 
amigalricks tips on CU com mands 



extcjsk external c&k specification 

gamepon game port spec 

paraEe! paraifei port spec 

serai serial pol spec 

v\A update tisi of new feateres in version 1 ,1 

v1 . 1 h.txt "di!f ol include file changes from versbn 1 .0 to 1 .1 

Files for budding your own printer drivers, including dospecial.c, 

epsondata.c, initasm, primer.c, primerJink, printeriag asm, render.c, 

and waitasm. This disk does conain a number ol fifes descrying Ihe IFF 

specification. These are not toe latest and greatest files, but remain here 

for historical purposes. They include text ties and C source examples. 

The latest IFF spec is elsewhere in this library. 

AWWSp)a$ IFF Pictures 

This disk mcL-ces the C?£!:de program, which can view a given series 

of IFFpictures, and (he "showpic* progra m, which can vieweach file aithe 

:r*-. ci an ice:-. T~; zvl e: r; ize a z-ym : r c-i rrcF-^, i Degas 

dancer. Ihe guys at Bectrorsc Arts, a gorilla, horses. King TuL a 

lighthouse, a screen from Marble Madness, the Bugs Bjnny Martian, a 

still from an otd movie, the Dire Straits moving company, a screen from 

Pmball Contruction Set, a TV newcaster, the PaintCan, a world map, a 

Porsche, a shuafe mission patch, a tyrannosaurusrex, a planet view, a 

VISAcard.anda ten-speed, 

AMICUS Disk 7 biglView HAM demo picture disk 

Thisdiskhaspic;aresfromtheDigiVjewhold'and-m c<fity video digitiier. 

It includes me lades with pencils and lollypops, Ihe young girl, me 

bufkto2er, the horse and buggy, tne Byte cover, the dictionary page, me 

robot and Robert. This bdudes a prog^m to view each picftre 

separately, and al I toge&e- as separa'e, sl'dable screens . The 'see^bm' 

program, to turn any screen into an IFF picture. 

AMICUS Disk 8 

Cprograms; 

Browse view textfifesonadisk.using menus S-E-D 

Crunch removes comrrents and whfie space Irom C fifes, S-E 

foonExec EXECUTE a series of commands (:om Workbench S-E 

PDScreen Dump dumps Rastport of highest screen to printer 

SeiAtemate sets a second image lor an icon, when ricked once S-E 

SetWindow m akes windows for a CU prog ram 

to run under Workbench S-E 
SmariClock asmaflrigiaiclcckinawncowmenubar 
Scnmpe! the screen printer in toe fourth AC S-E 

Amiga Basic Programs: 

(Note: Many ol these programs are present on AMICUS Disk 1 . 
Several of these were oon/erted to Amiga Basic. & included here.) 
AddressSook a si mple address book database 
Ball draws a ball 

Ctoad program to convent CompuServe hex fifes to binary, S-D 
Clue Ihe game, intuition driven 

Color Art art drawing program 

DeluxeDraw the dra wmg program inthe3rd AC, S-D 
Eliza conversation! cwfiputerr^ychologist 

Othello the game, as known as "go" 

RaiMa^e 2D rami aze game 

ROR bogg^riggr aphJcs demo 

Shuttle draws 3d pictures of the space shuttle 

Spelling simple spetlmg program 

YoYo wierd zero-gra«t/ yo- yo dem o, tracks 

yo-yo to the mouse 
Executable programs: 

3 Dcube Modula-2 demo of a rotati ng cube 

AltScon sets a second icon in age. displayed when the icon is clicked 
AmigaSpeJI a stow but simple spetl checker, E -D 
arc the ARC file compression prog must for telecom, E-D 

Bertram! graphics demo 

dsksalvage prog, to rescue t/ashed disks, E-D 
Kw&Copy a qurck but nasty disk copy program ■ ignores enors, E-0 
LibfJir liss hunks in an obj act file E-D 

SavelLBM saves any screen a s I FF pic, E-D 7 ? SaeenDum p 
shareware screen dump prog, E only 
StarTrjrm versionZQ.termprogfam, XmodemE-D 

Texts: 
LatticeMain 
GDisfeDrive 
GuruMed 
Lat3.03bugs 
MForgeRev 
Prints pooler 
.BMAP files: 

These are the necessary inks between Amiga Basic and Ihe system 
libraries. To take advantage of the Amiga's capabilities in Base, you 
need Ihese fiies. BMAPs are included for tiff, 'console', 'diskfonf. 
"exec 1 , fcorf, intuition', layers', "mathlfp'. mathieeedOubas , , maihieees- 



tys on fixing _main.c in Lattice 
make your own S 1/4 dnve 
exp!a:nsJ".e Guru numbers 
bug Est d Latce C version 3.03 
users view of the MicroForge HD 
EXECLTTE-based print sped prog. 



tngbas', imathtrans", "pom, 'timer' and translator*. 

A&ICUSJMsltfl 

Amiga Basic Prog rams: 

FUghtSm simple flight simulator program 

HuePafette explains Hue, Saturaiion, 1 Intensity 
Requester ex. ol requesters from Amiga Base 
Scroti Demo oemonsGases serving capabiliaes 
Synthestzer sou nd prcgram 
WoridMap draws a map o* Ihe world 
Executable programs: 



Boing! 
Brush2C 

Bnjsh2lcon 

Dazzle 

DedGEL 

Klock 

life 

TimeSet 

EMEmacs 

MyCLI 
Texts: 

FnanKeys 
HackerSln 



latest Bohgl demo,with selectable speed.E 
converts an IFF brush lo C data 
instructions, initialization code. E 
converts IFF brush to an icon, E 
graphics demo, tracks to mouse, E 
assembler program lor stopping 6801 errors, S-E-D 
menu-bar dock and dale dispey , E 
the gain e of life, E 

Intuition-based way to set the time & dale 
another Emacs, more oriented to 
word processing, S-E-D 
a CLI shell, works without the Workbench, S-E D 

read function keys from Amiga Basic 
explains how lo win the game "hacker' 
guide to b stalling a 68010 in your Amiga 
latest Bong! demo, with seleclabtespeed, E 
converts an IFF brush to C data 



r.^ru^^.r.'.a zi'.'.z:, ■:;:.'. E 
Brush2 Icon converts IFFbnjshtoanicon.E 
Dazzle graphics demo, trastete mouse, E 

GeciGEL assembler program for stopoing 68010 errors, S-E-D 



Ktock 

life 

TmeSet 

EMErr.acs 

MyCLI 
Texts: 
FncmKeys 

HackerSIn 



men-j-baj clccx aid date display, E 
Ihe game of life. E 

Munon -based way io set the time date, 
another Emacs. more oriented to 
word processing. S-E-D 
a CU shell, works without the Workbench, S-E-D 

explains how to read function keys 

from Amiga Basic 

explains hew to win ihe game "hacker" 

gmds to installing a 6601 in your Amiga 
PtinterTlp sending escape sequences to you r printer 

StartusTip tps on setting up jour startup-sequence file 
XfrmrHevfew liStof Transformer programs that work 
Printer Drivers: 

Printer drivers for ihe Cancn PJ-1C8QA the C ftoh Prowriter. an 
impfo\ed Epson driver that eliminates streaking, the Epson LQ- 
BOO. the Gemini Siar-tO, the NEC 5325A the OEjcata ML-32. the 
Panasonic KX-PiOxx family, and the SrafrCorona D300. with a 
docuren; deserting r.e ins^Hatbn process. 
AMf CHS Disk 10 Inslrumenisounddemos 
This is an ice n-dri . en ; : t.Ti q . c. >cJ a:?c '3 t aiy dei ers. 1* includes 
the sounds of an acoustic guitar, ari aJatm,a ban,'c, a bass puilaf, 
a boink, a calliope, a car hom, claves. v-tt c :>. e'ectric gu;tar. s 
ftute, aharparpegio, a kickdrum, amarimba.a organ minor chord, 
people aBdng, pigs, a pipe organ, a Rhodes piano, a saxophone. 
a sitar, a snare drum , a steel drum, bells, a vibrophone, a violin, a 
wa.ling guitar, a horse whinny, and a whistle. 
AMICUS Distil, 
Gprocrams 

dirutii Irrtuti on-based, CU replacement manaaer S-E 

cpri shows and adi-jsis prioTiiy of CU 

processes, S-E 
ps shews info on CU processes, S-E 

■.' ±i t displays Com puserve RLE pics, S-E 

AmigaBasic programs 

poinwed pointer and sprite ed : :cr program 

optm;:e oplimitaton ex ample trcm AC article 

calendar targe, animated calendar, o'ary and 

date bock program 
amoni:e loanarnortzar-ons 

oorsht^SOB convenssmaillFF brushes to AmigaBasie 

BOaoejBOTB 
grids draw and play waveform s 

hilbert draws HJoert curves 

madllb -*?.J. : s :::■,■■■;•;':■■' .■"■ 

m ti talc taking mail rg list program 

meadcwsSD 30 graphics program ."from A C™ article 
mousetrack mouse trackh; e xamo'e in hires mode 
slot slot machine game 

tictactoe the game 

swiich pac^ko-tikegame 

weird makesstrangesojnds 

Execuabfe programs 

cp unix-Ske copy command, E 

els screen ctear, S-E 

di ff unix-li ke stream editor uses 'dirt output to fix files 

pm chart recorder performances indicator 

Assenbier prog rams 



ds 

Modula-2 

trails 



screen clear and CLI arguments example 



Forth 

Analyze 



moving-worm graphics demo 
converts Modula-Z keywords to uppercase 
Breshehan circle algorithm example 
12 templates for the spreadsheet Analyze 
There are four programs here that read Commodore 64 picture 
files. They can translate Koa'a Pad, Doodle, Pnnt Shop and 
News Room grapnics to IFF format Getting ire ties from your 
C-64 to your Amiga is the hard part. 

amicus Pjgm 

Execttebte programs 

blink 'aink" compatible inker, but faster. E-D 

dean spins the ask far disk cleaners , &D 

epsonset sends Epson settlings lo P AR from menu E -D 

snowbg view hi-res pics in low-res superb.tmap, E-D 

speaktme tea ine lime, E-0 

undelete undeletes a file, E -D 

cnvapldhm converts Apple ][ bw, medium and 

NghrespictorestolFF ( E-D 
menued menu eoior produces C code lor menus, E-D 

quick quick dsk-to-disk nfcbte copter, E-D 

quickEA copies Bectronic Arts disks, removes 

protection, E-D 
toed 1 .3 demo of text editor from Microsmiihs, E-D 

Cprog-ams 

spin3 rotati ng blocks graphics demo, S- E- D 

popcli start a ne w CU al the press of a 

button, like Sidekick, S-E-D 
vsprite VSprite exampie code from 

Commodore, S-E-D 
AmigaBBS Amiga Basic bulletin board prog,, S-D 
Assembler prog rams 

starl makes star field s ike Star Trek htro,S- E-D 

Pictures 

Mount Mandelbrot 3D view of Mandelbrot set 
Star Destroyer hi-res Siar Wars sarship 
Robot robot arm grabbing a cylinder 

Texts 

vendors Amiga vendors,, names, addresses 

cardco feces to early Cardco memory boards 

dndude cross- reference to C include files 

m indwalker dues to playing she gam e wel 
slideshow make your own stideshows from the 

Kaleidoscope disk 



For PDS orders, please use form on page CIII 
Visa and MasterCard is available on orders of $20.00 or more. 
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AMICUS Ollk 13 
Amiga Baste programs 

Routines from Carofyn Scheppner of C M Tech Support, to read and 
ctspfay IFF pictures from Amiga Basic, W;to docuneniat'on. Also 
included is a program jo do screen prtots in Amiga Basic, and toe 
newest BMAP files, wrfh a corrected GofMriFD program. With ex- 
ample pictures, and the SavelLBM screen capture program. 

Routines to toad andptay FutoreSound and IFF sound Im from 
Am tot Basic, by John Fousi ter Applied Vi&ons. Witt documentation 
and C and assembler source for writing your cwn Ifcraries, and 
interfacing C to assembler in aeraries - Wito example sound. 

Executable programs 

gravity Sd Amer Jan 88 gravitafcon graphic 

s.miiation.S'E'D 
Texts 
MIDI mate your own MO instrument interface, 

documentaion & a hi -res schematic 



J programs from Amazing Comporting issues: 
Tools 

Dan Kary s C structure ndex program , S-E-D 
Amiga Basic programs: 
BMAP Reader by Tim Jones 
FFBrush2BOe byMfcaSwnger 



Autoftequesier example 
K>SH5Eer W J - 



quenr% 



Windowed hep system for C U com maids, S-E-D 
FEfow transfcates PET ASC:i f ies to ASCII files, S-E-D 

C Squared Graphics program from Science 
American, Sept SB, S-E-D 
adds or removes carriage returns from ies, S-E-D 
decrypts Deluxe Paint, remo 

pmacfoa&o 

asks Yes or No from the user returns eiin code, 5-E 
VtSjCate type spreadsheet, no mouse rartrrj, ED 
new views ten lies with window and 

slider gadget ED 

Ding, Sprang, yaaoing, Zoing a*e spritebased 

Bang i style demos. S-E-D 

CLfCicck, sCocx, wClcck ane w-rxfcw border docks, S-E-D 

Texts 

An article on long-persistarce ohesper monitors, Cos on making 

brushesoSodd shapes in Detoe Paint, and recommendations on icon 

interfaces from Commodore- Amiga. 

AMIfiilSJlsJOS^ 

The C programs include: 

pr" afitoprtotingutity.whkhr^prirtfEiiesnthij 

backgrounc. and with line numbers and aontrd 

character I MrffH 
1m' displays a chart cf the bocks a located on a dsk. 

"Ask" questions an 'execute' file, returns an 

error code to control the execution in thai batch fie 
Stat anerirarcedversaoriolAmigaDOS 

'stams' command. 
■Dissolve 1 random-do! dissolve demo displays IFF picture 

slowly, dot by dot, in a random fashion, 
"PopCLiS" invoke new CLl wndow ai ihe press of a key. 
The executable programs include: 
form' tie formatting program through lha 

primer driver lo select prim styles. 
OiskCaf catalogs disks, maintains, sortsmerges 

lists ofdrsx rees 
PSound SunRiza industries' sam pled sound editor & recorder 
■Iconmaker* makes icons for most programs 
fractals' draws great fractal seascapes and mountain scapes, 
3D Breakout 3D glasses, create breakout in a new dimension 
AmirjaMontor' displays lists of open files, 
memoryuse. tasks, devices and pons in use. 
Cosm 0005' version of 'asteroids' tonne Amiga. 
Stivers' high m.soJu^grapKcs demo wineN En ModutaE. 

Texts: 

'ansUrf explains escape sequences the CON : device responds to. 
FrCey 1 induces lem plale for making paper to 

sit in the tray at the top of the Amiga keyboard- 
Spawn' programmer's document from Commodore 
Amiga, describs ways la use the Amiga's multitasking capabilities to 
your own programs, 
AmJgaBasic programs: 

"Grids' draw sound waveform s, and hear them flayed 

Tjghf a version o' the Tron light-cycle video gam a, 

MigaSoT a gam • of soitaire 

Slats' program to calculate batting averages 

Money try to grab all the bags of money lha: you can.* 

AMICUS 1 5 also induces two beauty IFF pictures, o! toe enemy 
walkers from the toe planet in Star Wars, and a picture of a cheetah. 
-■lO&DjsJdS 

ef demo by Enc Graham, a robot juggler bourwng 

..„ mirrored bate, with sound eflects. Twenry-tour frames d HAM 
animaion are frfpped quddy to ixrxbce this image. You control ihe 
speed ol the jugging. The auJior's oocumentation hkts thai this 
program might someday be avalabie as a product. 

parod«s of the covers of Amiga Worid and Amazing Computing, 

C programs: 

TnajrhanrJer' example of making an input hanrjer. 

binary Be editing program 

displays IF picure, and printed. 

program indexes and retrieves C structures and 

vanabies dedared in the Amiga induce fle system , 
Executable Programs: 
■FkBunkZ repairs an executable program Ele for expanded 

converts Musfc Stocfe ties to fFF standard 
SMUS" formal I have heard this program might 
have a tew bugs, especialy in regards to very 
long songs, but it wsrks in most cases. 
Amiga version of the 'Missiie Command" videogame, 



moot 

ShowPrinr 
Genf 



m&ma£ 



This dak also contains several Pies of scenarios for Amiga Fight 
Simulator fl. By rjuttingorie of these seventh en a b^d^ 
inserting i to she drive after performing a special command in this 
game, a number of intereslng locations are preset into the Fight 
Simulator program. Forexample. one scenario peaces your plane on 
AJca^az, wh4e another putt you to Central Park 
AMICUS Disk 17 

Tetoommuriciions risk whuoh contorts six terminal programs. 
•Ccmn'VtJa term prog, *iihXmooem,WXmodem. 
*ATerm* V72 term prog, todudes Super Kermh 
*VT.i00*V2j6 Dave Wecfcer's W~t 00 emulator with 

Xmodem.Kemut and scripting 
•Amiga Kerma* WL\060) port of the Urix C-kermi! 
' VTek* V2 3 1 Te&orix graphics terminal emulator 

based rx toe VT-1M prog. V2.3 and a 

latest arc" file compression 
■AmigaHosf V0,9 for CompuServe. Indudes FILE 

graphics abilfes 1 C IS-B file transfer protocol . 
"FixHunk" expansion memory necessity 
TixObj' removes garbage characters from 

modem received fifes 
Txt* raters text files from other systems 

lobe read by toe Amiga EC. 
'addmern" executeabe version lor use with mem 

expansion articfe to AC v2„i 
■arc" fte documentation and a basic tutorial 

on un 'arctoq files 
*arcre" formakeingarc'fiesE.C. 



AMICUS Disk 1 a 

Logo Amiga version ol the popular compuser 

language, wth example programs, E-D 

TvT&xt Dem o version of the TVText character generator 

PageSetter Freety distributable verstons cf the updated 
PagePrirtt and PagelFF programs lor the 
PageSecer desktop pubesfva package- 

FtJEWindow Resiles anyCUwtodow ustog ontyCHJoomnands.E-D 

LiSe3d 3-D version of Conway's LIFE pi 



program, E-D 
CD uffly to re-assign a new 
Workbench disk, S-E-D 

Lotus-oompatible worksheet tial makes ca'ertoars 
Demo of keyboard key re-programmer, with IFF 
pidure to make functon key labels, E-0 
Video paiiem generator tor aJontfig monitors, ED 
Hewtec-Padtard-lfte cabuiaior. E-D 
Change tm Pre!erences seangs on the Dy, to C. S- 
Efl 

"■; :^ J r. :'-:s i'eHar evofajttorL C source toduded 
for imiga and MS-DOS, S-E-0 
C version of Coin French's AmipaBasic ROT pro- 
c/am from Amaing Ccrrpuing, ROT edits 
and dsdays polygons to create three dtoienstonal 
objects, Lp to 24 irames of animation can be 
created and dspiayed. E-0 
Like tog. windows on screen run away from fie 
mouse,£-D 
Decays" the CU wu-tocw into dust, to ModJa 2. S*E-D 
Drco^«dc*2 Aocs layered shadows to Workbench m ndows, E-D 

This tfsfcotoittSMeral zrxtrs from Amaiing CompL-iric, The iFF 
pictures on the tisfc induce toe Amiga Wake part T- 
sh'rt logo, a sixieencocr hi-res rr^je o' AnCy Grif- 
fith, and fr<e Am^ga Live pictures from the Amazing 
Stories epsode that featjred the An'ga. 
Linear equation sd ver in assembly la nguage, S-E-D 
Bryan Catey's AmigaEasc cuicna). S-D 
Bryan Cat!e/s AmsgaBasic 
nousencid inventory program, S-0 
im Sriekjs' Waveform Workshop: AmtoaSas.c, S-D 
John Kenran's AmigaBasic dsk 
itirarian program, S-D 

Ivan Smith's AmgaBasic subsoip' example, S-D 
C programs ard executables for 
Harriet Maybeck Tdtft h^ition tuiaia:*, S-E-D 
Bob Rfemersma's example for 
making smal C prograrns, S-E-D 
Make C took like COMAL header file. S-D 
Makes Emacs function key 
definitions by Greg Douglas, S-D 
Snoop on system, resource use, E-D 
Bard's Tate character editor. E-D 
CUjrogam shows the size ola given set of fifes. E-D 
CU window uflity resizes current window, S-E-D 

AMECUSPJ5KW 

CcmDactor. Decoder Steve Mschel AmigaSascfcds, S-D 



Defdisk 



VPG 
HP-10C 

SarProbe 
ROT 



Scat 

DK 



So*ve 

Gadgets 

rtaufsMd 



DtsklJb 



Sfrtog, 
SktonyC 

COMALh 

Emacs Key 

AMcnl.1 

BTE 
Siae 
WinSize 



BooEd 



BO 3 and sprite editor written in CS-E-D 



SpriteMastef 1 1 Sprite edilorandantmatorbyBradKtefer.E-D 
BOtLab Slrner chip exploration C program 

by Tomas Roktoki, S-E-D 
FPic Image processing program by Bob Bush loads 

and saves IFF images, changes them with 

several techriques, ED 
Barikn Corrptete home banking prog., balance your checkbook! E-D 
AMlCUSWfl 

Taraat Mates each mouse f:ck sound In a gunshot, S-E-D 

Sand Si mp le gam e of sand that follows the mouse pointer, E-D 
PropGadget Harriet Maybeck Tdfy"s proportional gadgei 

eitample, S-E 
EHS Checks to see if you have extra-half -bright 

graphics. S-E-D 
Piano Simple piano sound prooram 

CeJScripts Makes eel anim auon senpts lor Aegis Ani mator, in 

AmigaBasic 

This disk has electronic catalogs for AMICUS disks 1 to £0 and Fish 

disks 1 to_80. They are viewed with the DiskCat 

program, induced here. 
AMICUS Dish 22 

Cydes _:^:c ; : , ?ci-?_E-D 

Srtow_Print!l Views and prints IFF pictures, inducing larger than 

screen 
PrtDrvGen2 3 Latest version of a primer driver generator 
Animations VtoeoScape snimasions of planes and botog ball 
Garden Makes fractal r^denscapes 

SasicSofts Btamples of binary search and insertion 

sort in AmigaBasic 

jWBBMtffl 

An AM iCUS dsfc com ptesiy dedicated to m usic on fte Am^a. This 
risk contains t« music players, songs, instru- 
ments, and players to bring the thriO of playing "Big 
Sound* on your Arnica 

tostruments a COBecSon of 25 insJruments tor playing 
and creating muse. The coTeccon ranges 
from Camonto Marimba 

UstWSTfi program to 1st the instruments DMCS wH ret toad 
asweaastttheorijrttkyanyir«trumenL 

Music acoTecitond 14 Ciassica] pieces 

iBiSOvertufe The 16 minus dasscal feature complete with Can- 
non! 

Three Mm Music Players: 
SMUSRay 
MustoCrafeSMUS 

AMICUS Pish 21 . . __ 

Sectorama A risk sector edrtofforanyAmigaDOSfie- 

structured device, recover files from a trashed hard 
rislcByrJavtoJotoerofMicroltosions 

toorce Reduces the size d!FF images, companion 

program, Recolor, remaps the palette colors of one 
picture to use the paieae colors of another. Using 
these programs and a tool to convert FF brushes 
to Workbench toons, make icons took like 
mfiatures of tie pictures. 

CcdeOemo ModuJa-2 rjccram corn-ens assembler object Stes 
■: - -i :"= statement Domi tMiatoeoi 
sorofing eiampfe 

AmiSug Workbench hack makes tie same fly wak across 

thesoreen at random intervals. Otherwise. 



BNTcois Threeexamples of assembly language code from 

Brvcerfesbitt: 
l Set Lace prog to 
i Why. replace AmtoaDOS CU Why 

3. LoadtL prog to toad a file into memory unsi a 
reboot (Only the most esoteric hackers wil find 
Loadtt useful.) 

Monefece CUprogram resets Preferences to severa! colors 
of monochrome & interlace screens. C source is 
induded. nwrks with Display Pref, a CU program 
which dsptays the current Preferences settings, 

BoingMachi-Je A ray-traced animation of a perpetual motion 

Bctfig-making machine, todudes the latest vers*on 
of toe Movie program, which has the ability to play 
sounds along wifi the animation. By Ken Offer 

Daisy Example of using the translator and narrator 

devices to make the Amiga talk. It is written to C, 



QuckFlis Script-driven animation and sltoeshow program flips 

throLgh IFF images, 

BMon System morvior AmsgaBasic program J perform 

sample maripulations ol memory. 

Moose Ftandom backgrajto program, a smafi window 

opers with a moose resembfemg BjLwinktesaying 
witry phrases user definable. 

DGCS Deure Grocery Construcaon Set simple htution- 

bas«f prog far assdmbfcng and pnrrfing a grocery 1st 

The Virus Check directory holds several programs ^datng to toe 
software virus that came to the US Irom pirates m 
Europe as deiaiod in Amaztog Corn pu: rig V2.12. M 
Koefler's fdi expJanation of the virus code is mdud- 
ed.One program checks tor toe software virus on a 
Workbench disk; toe second program checks kx the 
virus in memory, which coukJ infect cdw disks. 

AMICUS DfsK 25 . j 

Nemesis Graphes demo pans nrougn space »*-ards the 

rayncal dark tmn of the sir with wonderful music 
and space graphics. 

The KickPJay dfceetonj fhdds teit that describes several patches to the 
Wcfcsttndsk. For Amiga iDGO hackers who feel 
oomtortabla patching a d^sk r\ rwiadecmaL KckPtay 
oftorsN danot to u*xatk* \ rJa r •■zz^i^ 
for dd eipar*on memory, as wet as the ab-ity to 
change toe pcture of the 'tosen \vorkbench' harxJ. 
A program is also included tor restoring the correct 
checksum of rhe Kicksiar: disk. 

KeyBird BAS^C prog edits keym aps . adjust trie Workbench 

keymaps or create your own. 

BCotorWB Medi^treWorktenchsoTh'eebplaresareused. 
icons can have eohi odors, instead of four, eto/n- 
cdor icons are induded. Pubic drjfBito program 
lapcon" or "bnish2con' converts eght-cotor IFF 
brusnes to iccm. to use Defme Patof \o make icons 
tor this new Workbench. 

Brushfeon Conwis brushes to toons pitm docs). 

EgMcti Grapring prog reads |*,y]vakjes from a Ne and 

dspays mem on the screen, stoi tar so the same- 
named Unix fxognro. 

Keep 1 .1 Message-managing program for leiecomm unica- 

lions, lets you save messages from an onSne 
transcript to another fie. understands the message 
formal of the rational networks and several types cf 
butetin board software. Moves ihrough the transenpt 
and save messages 

rauastoif Speed up di-'ec.ory access, it creates a small file in 

each Rectory on a disk which centals the tofor- 
maton about the files, wil also remove all the 
lastir' fifes from each directory , by CLtoiate's 
authors 

The LaceWB program changes between interlace and norvinteriace 
Worxbencn. Previously, you were forced to reboot 
after changing Preferences to an interlaced screen. 
This program flips between the normal and extended 
saean heights. 

PW_Utiity A shareware utiity lor ProWrite users, changes 
margin settings and font types. 

Guru A C LI program .prints out probabta causes for Guru 

mediations; C source induded. 

DiskWipe Latest from Software D-stiPery. removes files from 

d rectories or disk drives, much taster than 'delete,' 

S now Am ijaBasic makes snow-flake designs. 

Must Mailing list database. 

Sotoal istats Maintain softbail statistic^ team records. 

Dodge Short Modu!a-2 program moves the Workbench 

screen around after a period of tine, prevents 
monitor burn-in. 

AMICUS Disk 2fi 

Todor Fay's SoundScape module code from his Amazing Computing 
arfcd&s. The source lo Echo. Chord. TX, and VU is 
induded, The Lattice and Mann C source code is 
here, along with the executable modules. 

Claz2 Update ol prog to convert IFF images to PosiScnpt 

fJes for printing on laser printers 

SO Backup H ard di sk backup progwiihLempet-Zivcompression 
to reduce toe necessary number of disks, 

TCB Prints information about tasks and processes in toe 

system ; assembler source is tocfjded. 

RnfiU l^.salunakyikeyactEkeaiapidseriesotleft 

mouse button events. 

DC A handy program torpeop'e who uw an Amiga 1020 

5 1/4 inch dnve as an Amiga DOS floppy. A 
Workbench program tfiat sends i r^skChange signal 
10 the operating system: instead of typing 
*disl«hangedi2:' over and over again, just tick on 
me con, C source induced 

System config File makes screen 80 cdumns wide oliext in the 
Scrbbfe! word processor. 

Dick2ftam 2prog^mstomovetl^ScrtoWelspdfingricttoriary 

to aid from the RAM risk. 

Lexical Ana^satextfikjando^vestoeGurining^dg, 

Ftesch, and Kincaid indces whicn measure 
readabiity, 

HffitDump ModuSa-2 program to dspiay memory locations in 
hexadeomaL 

Tartan AmigaBasic: des-gn Tana n pads, 

DrMaster DiskcaiaJoo program, 

BMP plajsfiSVXsampled sounds in tie background whi^ 

sorrethng else is happeninrj in ne Amiga, as your 
Amiga is booting, for example. 

ShcwPt CU program changes your pctnter to a gven pointer. 

AMICUS 26 also has a ocaecScnol mouse pointers. £ Workbench 
program to dsplaytoem 



SORRY.. 



Do to the ever increasing size of the Fred 
Fish Collection, AC will no longer be able 
to maintain a complete catalog of Public 
Domain Software in every issue. However, 
AC will continue to update this abrievated 
catalog with new additions to the library. A 
full catalog of every disk and program in 
the Amicus and Fred Fish Libraries is 
available in the current issue of: 

ACGUDE^miga 

At your local Amazing Dealer 



Fred Fish Public Domain Software 



Excpccn 



&et planning aid to allow the user to compile 
lists of irgrerierts ('redoes) and autematcalfy 
compute caione totals, etc Update FF3& 
1/3.1, binary only , by Terry Gtott 
Beta release or Watts version d me UNIX 
make utirty. Features multiple oerjendancie* 
wfldcard support, aid more, indudes source. 
ByM&lDAm 



Eicepoon is a set of error handling routines toal 
r/cvxJe a programmer w^n^ re atnity roeasfy 

"~z *:• c"-.-' z '■ : j : ■; ~ : ■:■'•' ■: nt ml n ss 



RouW^such£sr«mc<err^mory.fieno( 
opOT r readywrieerror...^!t. V0£ t todudes 
source. By Geraid T Hewes 
For A-1 000 cwTers. w« pemtanentfy replace 
t)t topaz font Si toe ' >^'i~ ^ ^ Atna - :~ 
caAecf "tooK", hdudes a sample to the form of 
an IFF picture V30, binary only. Ateotoduded 
is Benamin Fuller's freejV red4tnbutable 
■Sumrtck" program. By G*eg Browne 
Sample progran showng how you can toad 
and execute a program ritne workbench 
environmem then return to trie CLl. todttoes 
source. By Peser da Siva 
A neartyiJicfic-ddmato reimplementaSon d the 
VB regexp[3) package. Gives C programs toe 
abfify to use egrep-sryte regiiar eioress.-ons. 
and does it m a much dearer fasfion than the 
analogous routines to SysV. mduoes source. 
By Henry Spencer 

Very nice "cut and pasta* type utrfty with tots of 
uses and known*. Features a pop-up intiiten 
contrd panel, muftiote font and color 
recognition, d pboard and ape support and a 
couple ol uirfity programs. VI ,4a, source for 
s^poort progran s oriy. By John Russel 
A tew CU uttojes. i.nc : ^:-3 seme ^ctonaliy 
Stoiftar to toe UNIX. utISes of the sarre names. 
Inducted are; Wc, Head. Tail. Tee. Deiac. 
Eiflab. and Trunc Descriptions are given to the 
included '.doc' Eles. By Gary Brant 

Fred Fish PI ritlHO 

Browser A programmer's 'Workbencr;*- AJews you 10 
easily and conveniently move, copy, rename, 
and delete files 4 directories from a CLl 
envifonment Also provides a method to 
execute either Workbench or CLl programs, 
VI .6. update to FF 134. binary oniy. By Peter da 
Siva 

GtioTfoe A couole of in:eresi ng 'dock' type programs 
based on toe -Geochron*. Observe the earth's 
shadow scrdf acoss a map or globe in real- 
lime, based on the svstem dock. VI .0. binary 
only, shareware. By Mike Smithwck 



Regeip 



TSr* 



UrtodJtJ 



GPrmt 



BaBy 



Tracker 



A Hack t> white grsph cs print ttinty lor Epson 
compatible pnnters. Command-lineoptons 
allow several different print qualities and 
densities. Induces a coupte of sample IFF fifes 
for printing. V2.03, binary only, shareware, 9y 
Peter Chema 

Jed A nicety done , i itu lion -based edia thai is cute 

usei-frienaiy. Featires word-wrap, auto-indent, 
newdi, alt buffer, spfl-window, keyboard macro, 
hesp, pnnttog, and more. VI ,0, binary only, 
shareware. By Dan Bum's 

No Virus Anothef AnU- Virus utility, This one leatues 
known and new virus detection, view boot 
block, save and restore booibtocks. several 
"Install" options and more. Written in assembly. 
VI. 56, binary only. By Nic Wilson 

RepSlnng Nice liKe C U utfl it y to replace any type of stong 
in any type ol fie with another string of any 
type. VI .0. binary only, sharaware.ly Luciano 

Birtdd 

TrekTrivia Very nfce mouse^criven trivia type program tor 
Star Trek fans. Contains too questions with 
additional trivia disks available rorn She author. 
Binary only, shareware. By George Brojssard 

Fr^Fl*hOHk1B1 

AMX LIS P Am iga-tf ed version of toe XUsp toterpreisr 
origpnalty by David Betz. V2.CC, todudes 
source. By David Betz; Amiga work by Francois 
Rouabt 

Amiga port of the former arcade game named 
ClcE. Lacks sourd eflects.promrsed for later 
updates. VO.i , binary only, shareware. By 
Otver Wagner 

Use!d debugging routines &miar to function but 
more versa; i to these o J 'MemTrace" on 
FF163 WlI track and report on calls to 
AltocMemO, Free».tem() (or tack nerect!{ 
among othefs. vo Oa (Alpha release). By Karl 
Lerienoauer 

Fred Fish Disk 182 

AMC VWg* Message Cener*. Serdte a message 
from a teto I te a cress toe screen on a cdorii 
badtground Sim lax to the "gieetings" 
procra 1 "* deve'^oed by European Arniga 
enthusiasts VrO.dran/onry.ByFoSBrKjl 

Edmap A keymap edtor . AJows you to read to an 
<. > ■■—.■■- .-:: . - .^7 it to suit voir 
needs, zrc sa^e it as a reacy-to-use keymap. 
VI ,0, todudes scute, Autoor: 
GJIesGamash 

HR136 An IFF Sle contartng a chart showing every 
posstole mbttureof the sijcieen basic paleae 
odors. Also induded are optimized and 
monochrome paieaes atong with several lips 
and technkmes tor using toem with various 
paint programs. By DickBoume 

Iconmerger trfiutton-based program to take ary two brush 
lies and merge them into an alternate-image 
type icon. V2j0, binary only, By Terry Gtotz 
Another IFF sound player with several 
oommand-kneoptons, todudes several 
samples V1 A binary onfy. By Nic Wilson 
Allows you to change the sysam font with 
various commanding options. Cteans up at 
known bugs to FF75. VZ5, indudes source to 
C*+, By Dave Haynte 

A utility for Amga assembly program mers. 
FiiFd wi! read a VFD - file and output a File pat 
can be ' INCLJOE ed ratoer than having to link 
wttitoe colossal "Amiga. Lib. Vi.D, includes 
source in aj$ent>y. By Peter WyspiartsW 
Another e< am pie n bunrjg a sra;ed I brarr 
that evdved from "Eiib* FF87. Also induced is 
a library, Edhb. wt.ich conains several lunctions 
noi mended in the Main standard t.brar.es. 
todudes source. By Ecwm Hoogerbeets with C- 
f^ictons from several diferenfauthors 



Sam 



SetFort 



110 Amazing Computing V4.9 © 2989 



For PDS orders, please use form on page CHI 
Visa and MasterCard is available on orders of $20.00 or more. 



A subset imptemertason of a freety-redstnbutable 
Pascal own pHer. Supports ndude files, c ' ~ 

arrays, stays and mors. FresenfydOBS 
si^pcrt range types, « with' statement or sets. 
VI .0. indues source and sample praam. By 
MttQuafJ 



A smal brush la la C-code image converter. 

intended to be used from CLL VIA binary only. By 

Tarry QUI 
CardWaker A programmer's aid tar crea&ng card mage daa 

rat can be used in any card game toat urn tie 

standard 52 cafd deck. Vt D. binary only By Terry 

Gntz 
DPS Demo version of a program toaiwil alto* you to 

take any IFF fite and save it as a totally serl- 

oontained executable lite, without toe need tar any 

iFF-viewers. VI .0. binary only. By Foster Hall 
MouseUtf Inutcn based program to alb* you to change your 

mouse speed wthoul having to go through 

preterences- Vt.1, todudes assembly source. By 

Luciano Bertato 
Phrt Smal prn^itydesnned to replace ra^ttpy 

<flename> to crt:" command Opens a widow 



e being printed, length, and a 
status bar showing percent comptetod. Also 
irriudes an abcfl gadget Vl.0.bri3fycniy.By 
UcfenaBarttta 

Vacfiench Ths amusing ktfle screen hack wH'cSean up' your 
WorkBenob screen lor you when it gets t» 
cluttered! Binary orty. By Randy JcueH 

World A text adventure game simiK to toe Wocom 

adventeiesofPtanettalarrfSiafaoss- Quito large 
witha tromonoous variety Of responses. V1.02, 
includes source. By Doug Mcdonald, Amiga port ty 
Enc Kennedy 

Fred Bin Disk 1fiS 

Par.-rxxfcreli-h Hv,< ,< coc:; •,. ^ ;'.:.-. --..-.v-r!^ .^ 

Ccrnmodon* IFF ctsk. AM tie Hes to toe 
^Jocunerts*oVBctofy are hi boo Se 
Mocuments-zoo* 

A£8k AfflOTOas3emttecrk>r^«rttennModuta-2n 
19B5 and converted to C by Charie Geb to 1987, 



w Source code and to generate 
. _des source. This is W.42, an 
update to FF1 10. By Brian Anderson: C translation 
and Amtaa work byCharfeGbb 
Cards'O'Bama AamptogametHltefsyoupushycur 
memory. It is played wah a dec* of 32 cards, 
grouped in 1 6 pan. The cards are shuffled and 
then displayed at toe bttutimy of each game. Your 
— J * to pick up as Bttnypafs as you can. una? 



goafi 



Qfi 



re are no cards Irt onjhe screen. VIA 

indudes source. By Wsriher Pirani 

A cute program rat gives the time tie way many 



A cute program rat oves the time toe way ma 
people acraly do, t£ Ys rwriyjen to Bve". 
todudes source in assembly. By Charie Gob 

S*nCPM A CPAV1 amoacf tor the i Amiga, Simulates an 

8080 along ivrto HI 9 terminal emulation. Jnctudes 
source, Thtj is V23. an update to FF109. By Jm 
Caihey ; Amiga port by Charlie Gibes and Wli 
Kusche 

Fred Fish !Hsk1B7 

Diskperf A disk benchmark program which runs on both Uru 
and the Amiga, This is an update to FF4B, with bug 
fixes and mcmeiable measurements of the faster 
read and write speeds avaflabte under the new Fast 
File System. By RickSpanoausr, enhancements by 
Joanne Dew 

HacWite This is tie fates version the Amiga port of Hack, 
wrti tots of Am oa specific enhancements and neat 
graphics. Now ndudes an easy to use tosalaucn 
program- Ths is HackLte V1 .0.0, binary onty. By 

Uadoe AversaitecWTiacro^hitjatorbasedonFOPC 
*i*i a unique metood tf k screerv-Hankjng\ I 
i!V1,13.'— - 



This is an update to FR61 . By Tomas Rofxta 

SetCPU Aprc^ramdesig^toalkMtrieusertocetectard 
fivanous parameters related to 32 bit CPUs 
juoomrnaribtoenabtocfolsaotoroterf 
data caches, switch on or oil the "OX burst cache 
ir«arequestuseraUMUbrunaROU<riage 
tromK-b* memory, and to report various 
parameters when catedkom a script V1. 4, 
itoktoes source. By Dave Hayrie 

FnrfFtahDfetkisa 

Boooreo The program creates a smai nto on the boolbtock 
of anyefek, which wi appear after you tosert the 
dttkfcrboc tn; Trghea oanecanbeupto20 
characters. The sadkng ted portion can be up to 
225 enactors. VI A binary orty. By Roger Factwn 

DifOr DMcV compares the contents of hro o^ectories, 

rectrtng on drflerences such as Bes present m onry 
one dreclrjry.dfteremmcdicaticn dates, fete lags, 
sues, comments, etc Vl.O.irdudesscuce.By 
MarkFWret 

EiecOis A Ssassembter comment generaior program for the 
1^KirAstertl^)Me3Bcarary image, Generatesa 
eantnetiieddisassemWycjttheeiecayary. V1X, 
binary only, By Uarfcus Wandel 

FastQro A Iractal program, jimiiatng WhEton-Lirnied 
Aggregation (OLA} as oesenbedh the December 
19&&tentiic American h the Computer 
Reereabons cdumn. This program is about an 
order of magnnude taster tan the 'SLOG RO* 
prcgramctecrited in Stientie American. VIA 
ndudes source. By Doug Houck 

FracGen A Iractal generaior prcoan rat oenerai&s frac&l 
pictures from -seeds' thai you create. Thsisunfike 
any of the other fracal generators' fve seen. Ji 
can be used to toad and display previous!/ coated 
Iractal pctures, modify existing kactals. or create 
your own fractals. VI 22, binary only, update to 
FF l«. By Doug Houck 

MemoryCtock A dock program rat shows me amount oi 
tree fast ram, tree dwj ram . as wel as tw ime and 
dale, Indudes sowteta assembly code. By floger 
Fischin 

MinFica A vnple APten Heriaoe which can be easry 

pasdiedirioalroostaryprograrft. todudesasan 
eiair(fcrakeeoraw program bora FFl Indudes 
source By Tomas RcJccta 

Nul AnewdosdeviceiroiberfirvesBe^lj-baunike 

■NIL*. A is a real harder. This makes it usekJn 
tots dstuaficm where 'NtL'cannai be used V 
.0. todudes nxree. By Gumar Nordmark 

TertDsptay A ten dbptay program, fte *more' or less', but 
about hatt the sire and handtesai screen formats 
(paWtscJ WertaceyhoTMntertaoe.eic), V 1.1. binary 
criy.ByRogerFisctwi 

FmlRihCltlUti 

Uadoe Aversatlea'macrc-keyin'SatorbasedonPOPC-l 
wrtaux^methodof'screen^ianking". I won! 



NetHack 



say more, just try ni Verscn 1 .20, indudes source. 

update olFFl 87. Autior: Tomas RokicH 
TWapartldatwopandisJnbuticnofNeLKack. 
wheh was too large to ft on a sngte 4sk, even when 
zdcM. Parl2isoncSskl90. Both pans, atom with 
loo to unpack them, are reqwred to use or recuto 
NetHack. V2X todudes source Autxr Various; 
Amga work by Obf Setoert 
Uedt V ZAa shareware edto. hUB team m ode, a com- 
mandTtangjiAgB. menu oudomisAon, and other user 
coriguablrhrartoaiStonMiitAyte 
shareware. Update to FF1 73 Author Rick Sites 

Garytoons A colecton ot more rter estng and useful cons. 
Autior Gary Roseman 

LBU2tmageTakesanlFFpidi«ardceneraiesaCscurcemcdie 
wheh can be cempted and knked wrih your program to 
dsptay tie picture witfi the irtLrton Drawlmage 
funcbon. Binary only, by: Denis Green 
Ths is part 2of a two part dhtnrjution ol NelHack. 
wrich was tco large to ft on a sngle disk, even when 
zoo'd. Part 1 is on risk 1B9. Both parts, atong with 
zoo to unpack them, are roojuved to use or rebuild 
HerHack V23 todudes source. Author: Various; 
Amoa work by Ota I Seibori 

FrcdTish..Pia 191 

BJrtLab EUtsb is a program when lets ycu experiment with ihe 
bfcer. to you- hearts content, in relative safety. I 
opens a workbench window wm gadgets for al the 
registers of tte bfetter, and alowsyou to mariputete 
individual registers and perform bats on a magnified 
bitmap. V* 1.4. an update to FFI34 Induces source. 
Author: Tomas Rokcki 

A raquestor making tod onptoyvig vanous recutsve 
algorithms ndudfig a recursive parser. It takes input 
teal files and converts Stem to C-SOurco lor including 
as requester declarations. Update to FFiE2,witi 
manyertancements, todudes souroe. Author Stuart 



Netffad; 



Bi 



rajfjawri 

AThbsmf 



smpte Ue program reads btocksO and i of a 
bootable disk and saves ram as a program Serai 
can be run {heaven torbjol or drsassencted by 
programs SteDiS or DSM. tocktoes source in 
asssmoiy cooe, cy, jorn VvOrus 

Spefl A port ol a Una yersicn of a freely ifaki*<able screen 

cnented,rterac»ve,spelngdBcker. Update to FF54, 
w»nenhancem«rts by Tomas Rdodo. V2.0C2. 
vrktoes jotrce. Autoor. PaoaWftsson; 
enhancements by Tomas Aokicki 

PzlS Computer vcraonof those cheap ptastic puzzles with 
15wTObk»ruiawedi*Troughi5andanempty 
squareina4by4arraiicjernert This one is more 
chalengmg ■noi you cant solve il by ust prying out 
the pieces, hctades source. Autior: Ifta Hal 



Z^ki 



%$%& 



Cuminty as two main runefcrs are aw faafananJ 
drfisrentaton. I atodoes torm basic siTipifc jtt<ir& 
(b^edonpaltommaitfw^Jtomaketieresutoia 
difterenkatcn more presentable. Induoes source 
Auto David Gay 

PadUanB7 Ths is a nice We *pacmantke'ganie wtfisome new 
reatures *e ire prts. stabbrig knives, electnc arcs and 
flame throwers, that must be arxted. Has three levels 
of diJTiajl^.eaCT. medium, and hard Sounds can be 
toggled on or on. Keeps a record of the top ten scores. 
Shareware, binary ortfy. Author Steve Jacobs and ^m 
Boyd 

ReSojrceOemo AftemoversbnofReScace.aninteracfivB 

disassembler tor tie Amiga. This is a complete version 
except that the 'saw" kjatues have been disabled. 
Vn36,btoaryonly.by: GtenMcOiarmd 
h Dlwk 193 

AabwsyoutodiangeraKeyifapsijsedwitoSe^^ 
Th* is a kji batured sdtor profldtog support tar 
normal, sting and dead keys. The keyboard 
represented atom an A2000/A500 but it is kJSy 
compaiibtewitiAIOOO keyboards. V1A2, tocktoes 

Zc Thsrs a medfied version of the Sozobon C compier 

feofflFFl71, I has been modftd to generate cede 
conpaiibewrtotheAeftassemNefVomFFiaeanda 
new froraend eontd program makes it easy to use ike 
raUWXiM'frontend. Vl.Ol.rdudes source. by: 
Joham Ftoegg; Amiga work by Joe Uonbomery 

FffrdFaJiPisA 1^ 

Hcna As^riavercurgocnsirnutaion. The object rime 
gane is to defeat m Balreg. which tarts to he 
deepest tewtsri the dungeon. You begin at toe town 
te vejaao we tie dungeon, where ycu may acy«e 
lEiy j ftSi weaporcs, armor, and nagcaJ devices by 
Lilts ng wrti various shop (Mm. befcr& descerdng 
rtotie dungeon to do banto- Amiga enhancements 
ndude pul down merus, craphesmede. pdojp 
rtwde,ar^rtirwxcrro«mode.arealwTwmode.a 



®m 



mooh^atonstoriproveoveralplayabi^ar^ 
advantage c^rainoueleakies oi the Amiga. V3.0. 
binary only, requires at feast 1Mb d memory, Auihon 
Robert Alan Koaneke and others, Amiga version by 
Richard Henderson and others. 
isfc 195 



Version 3.1 d Daniel Lawrence's variant of 
DaveCcnroy'smicroemacs This b an update to the 
version released on risk 119, New features include 
mutopte marks, more hmon k&y support a better 
crypt algotthm, and endof-word command, a 
command Ine swfth lor setmg r^ivirormertrariables, 
new hooks tar macros, a command to strip taitng 
wtTtespace, rtBrnaboral-zaiion featureslke foreqn 
language message support, horuontal window 
scroing, much taster search algorithm, Amiga ir^jrbdn 

Xtandmore. todudes source and extensive 
documentation. Autoor Dave Conroy, MANY 
enhancements by DankH Lawrence 
Fred Rsh Disk 19fi 

HamPics These are some of the most sasming digitized pictures 
yet for the Amiga. They were seamed at a resolution 
d 4096 by 2B00 pueti. 36-fcits par piml. on an E*onb 
1435 s* J 



scaled, and convened to AmcalFFHAU Hes. They 
arec^ptayedwtfiasoeoallJUbaderthair^ndtes 
overscan HAM mages- hduoes scuoe tor the olspiay 
program. Autior; Jonaranhtai 

FTrtFfltlDi^ 1?7 

CTags Create a lags He bom tie spoored C, Pascal. Fcnrar s 
YACC.lgr, or ispttumes, A tegs fie can be used by 



mj programs source code. Berkeley V4.7. i 
source. Autior Ken Arnold. Jn Kteefcner, and Bi Joy 
Ported to Am^a by GR (Fred] Water 
Fmd is a i**ty which searches tor ties rat satisfy a 

given boolean expression of attobutes. staring tram a 
root pathname and searchng recursvety down through 
the hierarchy of the fie system. Very much Eke the 
Uru tnd program. VI j, ndudes source. Update to 
FF13* Author: Rodney Lewis 



Fnrtunk A program to modify executable Bes to aftow them 
to run n external memory. H tofces al DATA and 
BSS hunks in tie §e to be loaded toto CHP 
BMiorY.CODE hntejwi sH toad into FAST ram 
if avalabie. New teaiures ndtade an nterac&ve 
mode to select where each DATA or BSS hunk wi 
toad mo memory^stipport tor overlays, support for 
AC BASIC cornpied programs* and support tar new 
hunk types as used by TwnfcV v^1,braryorty. 
Update to FF36. Author. D J. James 

Nro Another roffstyte ten tornatter. Thus verson 

1 5. an update to lie version released on dsk 79 
New leatures ndude generation ol ANSI ISO 
codes tar bold, italics, and unoerfcne. more than 
one tormartng command on a Ine, longer macro 
names, and many more fomattng commands. 
Indudes sauce. Autior Unknown, posted to 
usenet by Alan Vymetatk Many enhancements by 
CW Setter) 

Stevie ArjubfccomaindaiaofraUNlxVodior. 

Supports wiodowsizng, arrow keys, and the help 
key, VX35a. todudes source Update to FF166 
Author: Various, Amiga work by Q. R. (Fred) Walter 

Bgaukya 

Charon Charon b Bradteys entiy tor tie Hrst Amual 

Badge Kiler Demo Contest. The leu of ra demo 
was wntten by Lord Dunsany (tong before the 
Amiga). Bradey aeated t» *Jstatons and 
animation. The sound tack Is air ad ficnaiScc^sh 
tune The Arran Boat', by: Lord Dunsany (1915), 
Bra dteySchenck( 1968) 
4Fiti.Eik.lft 

An imptemenuticn d the Simplex algorithm lor 
solving linear programs. It uses the standardised 
MPSX-lormil lor mpul data Sles. V1 2, indudes 
source. Autror: Stefan Faster 
V3 C2a a a ^h tke sheJ derived frem Man Dton's 
shel,V2.07. ndutes many new a improved 
canmands. some bug fixes, etc. Indudes souce. 
Ajjthor: MaaCWtan, Steve Drew. Carlo Borreo, 
CesareDieri 

A prooram totransier sound samptes between the 
AmtoaandaRdandS-220. V1 .0, bnary only. 
Auihon Dieter Bru ns 

A screen btankng program tiat goes beyond toe 
normal btantang process When rare are no nput 
, pyro takes over and starts a kste fireworks 



ASimpd 



Pyro 



Badge KT 

eoects. J 
demo, bu„, 
Binaiyonly.rec 
GandaiffEncJ. 



evwntt,pyra 

display m cotor. VI. 1, bnary only. Author: Steve 

Jacobs and Jm Boyd 
SntoDsmo Demo version 1J3of signal processing program 

sold by Digital Dynamics. Binary aty. Autoor: 

Jorn Hodgson 
Vfiwer A vgysmal prooram Jordspaying FF pcues of 

any rEsokjoai This one is written n assembly 

caie and rs pnfy 968 bytes tong Bnary onry. 

r. GandaTs ertry tar t« First Anrf 
etttorDemoCortEst. Kaanntenaced 

lianimaSonw^nce^iriegratedsoind 
enocts.lt is a great visual pa> on the ongnal Bong 
demo, cut to say anymore would run the effect 
"' y only, requires 1Mb of memory Author Dr. 
__ M (Ere J. Ftetscher, MD) 
Tank This is Vncent's enty tor tie first Annual Badge 
KxlerDemoConsesl his an animation of a 
tishtank simulata'. wiih sound elfocts and a cute 
twist. Binary only. Autoor: Vincent H. Loo 

Fred Fton Dirt 201 

Draco Update to Otos Gra/s Draco dstnbufton tor toe 
Amiga Enhancements induce support for Itoaong 

port, register variables, more optfruzabon, 
imrjrcvedcal^eturnstandard.o»c. VtZanupdate 
toFRfi. rvoqiaresctcumeraation from FF77 to 
complete radrsatoutbnkt. Bnary onry. Author 
Chris Gray 

DropCtoti DropCkA!etsyouplaceapattem,a2b*plaf»IT 
image a a combtoaficn of a pattern and mage, 
irwjraVYorkSench backdrop. THs ts version Z4. 
an update to version ZZw 4sk 12B. Shareware, 
bnary only. Author EncLavitsky 

Fred Rsh Disk 2C2 

Stivxforts A whdo bunch of new fonts from Robin LaPasha, 
Version 1.0. Author: Robin LaPasha 

VI VLT is both a VTlOOemubtor and a Tektrorix 

(4014 plus subset of 4105) emulator, cunentty n 
use at SLAC fStanterd Unear Aoceterator Center). 
Ahhough toe VTlfX pan was orvgtoaiy based on 
Dave Weeks et ai's VT1 00, many emancemem 
were made. The program requires ARP, and it has 
anARexxporLXiaODEMIrC'r^KJartolvarmit 



Fred Fish Q\iK 



.__War»n3-6a 
orty.AiittorVnyLangeveU 



Ejamptes Assembly and C code oiamptes, ndudng som« 
cMlavc<ries(il«speeo^aridyaohtc3( 
downoodedtoassembfylartouage. todudeta 
replaoemertlcfraoffx^auQtodevice.an 
example ol creating a subtask, a rewrite ri 
assembly ol R. J. ffcaTs fie requester, an example 
oftaMtig a custom input harder ahead of 
rntotton, and mae Author: Jim Fiore 4 Jeff Glan 

GurusGukJe The source fites for afl examples pubkshed in toe 
'Guru's Gude, Medrtattan 11: interrupts' by Cad 
Sassenrath, the arc haed of toe Amiga's bw-tevet 
m Jtrtask^ig operating system and d&signer of 
Exec. Author. Carl Sassenrath 

isam Albraryofrouwwtoacsessretaicr^daiabaso 
systems using toe tocta Sequental Access 
Method (ISAM). Thjsis beta version 0.9. bnary 
orty. Autoor. Ka Giver Ptoog 
Tt3L2Q4 

A simple fie requestor, written as an exercise by 
the author to see hew easy it would be fit wasn't}. 
Induces source. Autha: Jaiathan Potter 

GnuGrep The prep program from toe GNU jprojea Replaces 
greplgrep, egrep. and bmgmp. Currently does not 
expand Amiga slyte wildcards, soil you wish to 
ican mutate ates you wi need to use it with a 
shel toat does tois for you. Version 1 3. nctodes 
source. Author M*£ Haertet, James Woods, 
Arthur Olson. Richard Steiman, Doug Gwyn, Scott 
Anderson. Henry Spencer 

HAUCu tostais a customMperfel torthe current actve 
view (usualy workbench) toat oon&ns al toe 
cdcusfcarOiOOOtoOxW, A neat eftec and an 
easy way to show off toe cotor capa b w oes of lie 
Amiga- rictodes saxce, Autoor: Jonatun Poaer 

knage-Ed An snareware con edha submfled by to* author 
for nckjsionhraibrary. Suggested shareware 
dora»nofl20. Version 1 J. bnary onfy, Autoor 
Jonatian Pcto 

JPCtock A short dock program rat is wst packed w«h 

leaajres. todudes source. Autoor Jcranan Potter 

MouseBounoa A short hackgame thai makes your mouse 

poller bounce around the screen The object ss to 
dOM the MouseBounce wmdow and exit the game. 



Each time you dick ha mouse button, theponia 
speedfup- Indudes souce. by: Jonatoan Potter 
PopOir A small uti^y which -pops open" to heto you took at 
toe contents of a paracUardrectoryai demand. 
Version M, ndudes source by: Jonatan Potter 
Asma«ul*tywhcn-pccsoperrtoo>eyou 
nformaacn about the statos of jour devices & 
memory. V2.9,nAjdessourCe.br-JPoOer 
Teacher is a shot simple fact Iwonispoitoe 
ton by tetng you what il does tactades source 
Author Jonathan Potter 



Anwa port ol tie tamer arcade game named 
Cact ths version now has sourtfehecb. 
Version II. an update to FF1 81. Bnary only, 
shareware, by: Oliver Wagner 

BafitaFrjrce A nicety done shareware game, submitted by Ihe 
author, toas simiJates combai between iwo a 
more gianl, rcbot-liie machines, Bnary orty, 
version 3 01. Author ftakViReed 

Chess A port of a chess game posted to Usenet This is 
an update to the version first induced on disk 96. 
It has been upgraded to use an Amiga hturton 
interlace. Verstan 20, binary Orty. Author. John 
Stancack. ported to Armca by Boo Lewan 
Version 20 upgrades by Aired Kautnann 

Fred FbhDiafc M6 

Brawman A demo based on botr fractaHheory and brewnar 
motioa toctades souxa Autoor johnM.Otsen 

Hawk A stereo image of a hawk fieq;sres red/green 
aereogjasses to view. Author Unknown (no 
documentation nduded) 

MemFkA Treats aS the memory n your Amiga ike it was 
pan a a bnpiane insde a graphics cisptay. 
Provides sort of a graphical picture of you 
memon/usage, Bnary orty, by: Jim Webstar 
A demo of ra various graphes capabbes a toe 
Amiga. Autoor unknown (no documentation 
included) PictureGarden Anotoeroemo. 
appanrtyn compiled basic Author Unknown 
(nor - 



Tribe 



PeX 



n assembly tenguage. Requaesredtaeen stereo 
gtessestevtew. ktixtessourees. Autoor. David 
kUcKtostry 

3 demos of some ofraAmjrasr/Mrics and 
sound capabiOes. Binary orty by: Tomas 
Rokickj 

Fred Fisft pHh 2B7 

Coyote Gene's entry to the 1963 Badge K2er Demo 
contest. A very cute (and targe) anmaxn. 
Requires about 1900 bbeks of disk space, so it is 
rjstributed in 'arc formal* . Autoor Gene Brawn 

AsSotoBeld TrwrsUchaefs entry for ra 1968 Badge 
Ki er Dem o Contest fi is a targe anntaiion of a 
spacecraft lying madJy through an asterad beW 
(chased by unseen foes) toat indudes a couple of 
" uchadPoweJ 



near misses. Author 
3 TristfV* 



^emsentry tor toe 1 983 Badge Kiler 
DemoContesi ItrsaScutot-Anmatearimaiion 
thai shows twee colored bafis lying in ordes 
aoove a mirrored bowl. Rendering the aritnaben 
look about 2 weeks. Distributed to zoo tormal 
because of its sire (zoo program included fa 
easy unpacking). Autha: VemStaats 

Dps A program designed lo work with the Print Script 

program, a commercial PostScript interpreter for 
the Amna. to provtoe a page previewer. V 1 .1 
and indudes source, by: AJten Norskog 

Fred Raft DiitglB 

Cat AmtK^/^njaen^ f rnfO K neapaOKi 

c a ta u Uio r. The scientific ponton has most ol toe 
operaions found on the more popular handhelfls. 
The programmer portion has afl the special hex/ 
briar wdeunal conversions as wei as register 
orjeraticTOiieASLrvOtl^Alffl^OH^a 
etc The plotter portion wil plot eouations. Crher 
teetores ndude 26 nemones, U mouse a 
keyboard operaoon, pul -down menus, and 
icoruatnaV 30, binary orty. by: JtoimyYang 

LabelPrint Aprooramratalcws^teeasiyprirtWMlstar 

EWts, Version 1 S, shareware, binary orty 
a avaAabte torn aufror). Autoor Andreas 

NuHand An arwnaion ol a hand wito Engemais scrapeng 
ona desktop, hdudng sand effaces. This is 
Bryan's entry tar ra 1 9BS Badge Kler Demo 
Contest Binary airy by: Bryan Carey Gatvan 

FrrtRfrPttkSn 

AmtoaWaveTrts is Alens ento/s tie 1988 Badge Oar 
OemoContest * s an animation with sound 
eftects by: Alen Hastings 

Esperanto A kej^fflodtoli^usal when, to con- 
junction with toe suppaed state Jont, wJ aftaw one 
to lype to Eswarto and WeSi. to any program 
that wi use teymaps i fonts by: GVn Gowng 

knage-Ed An shareware icon etftcr submitted by the autfwr 
lainduswnintheltrary. Suggested shareware 
donationotSZD. VI 9. binary onfy. Fbtesa 
serious bug in VU en FF204. by: 1 Potter 

SigrFont A keymap aid font that wil altow the user o be 
able to type to American Sign Language, provided 
rat one knows the fori Author GrynGowtog 

VrusComrd A new virus detection and control program 
that checks disks during insertion, protects bom 
Ink vfuses, shows toototockon a screen. 



access to fk* win a requester, etc V U. 
indudes toi assemby lana^ge source code. 
Author F^Mppgen 

Fred Hsh Disk ?12 

Aloe Thsanmauon is Carey's entry to the 1988 Badge 
Kler Demo Contest Author Carey T, Perto 

DiskSalv A cisk recovery program for all Am*ga fite system 
devices toal use either the Arnica Standard Ho 
System a tho Amiga Fast Rie System. Dtsks ary 
createsanew Hesystem structure on another 
devxe.wth as much datt salvaged from t» 
ongnal device as posstote. Update to FFt 77. 
Binary orty. Author DaveHaynie 

DogsVVbrid Ths anmatwn is Chanes' entry tote 1988 

Badge Kier Demo Contest by: Charles Voner 

C ucug Trts arwnaion of ra C^ampaJgn-UrbaiTa 

Commodore Users Group toga was submitted to 
me 1988 Badge Kier Oemo Contest by Ed 
oergeoy: coaeroe 

tors AJr^ost300eonstoBigrt(^cofors. Usesa 

special program to get an eight cola workbench 
to display these icons, which were made w* 
CfaintllandlcoriGcn. Most icons are mnatures 
ot ra mam screen rt their corresponding 
programs, a the pcxire they show, mad* with 
Vonee' and "recotor* trom FF85. by: Wol-Peter 
Dehnck 



For PDS orders, please use form on page CUI 
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ArcPrep ArcPrep prepares fibs arvdtor directories fc* 

arridd with arc a any orber program fiat can't 
scan through different directories ardor hande 
long filenames. VZ1 , includes soiree. Autre 
Garry Glerdown 

UardeWrecre A MardsfcroWufa-curve oenera&ig 

program M features he runerical generators 
trtegar, f^.ieee. 020, and 02DV881)r hand- 



d assembly I 
a selectable 



hep tor al functens, generabon 



user rtBrtacew*h snaded gadgets, etc. Some of 
the other features ndude zoom, nvaantfy. color- 
cycing. cantounng. auto-contouring, ristooram, 
statistics, presets, extra -hairbrite support ow^rscan, 
orbits, pan mode, and mere. Requires 1 Mb or more 
of memory, Ths is tha source to V2.0, an update 
toFFm A wrapied binary, along wtfi help Res 
and example images, can be bund on FF215. 
Author. Kevin Cjput 

UemDtag A memory dugncrtlc program to toenttFy addresses 
which produce memory errors, and a memory 
Quarantine pror/iJn*^feflwvwstfJideJecive 
addrBssMtoiTit* system's Irea memory fist u& 
such lime ts tie hardware errors can be corrected. 
Version 1.1. torfudM source, bv: Fabban Cufoe 

RunBack Anotfier steer trie evokdon of Rob Pet#s 

RunBackGround program, torn disks 73 and 152. 
Aflows you to cart a new CU program and run it in 
the tedicfound.then doses fie new CLL Ths 
version has been enhanced to use tie NULL: 



devico, causing many crashes, Includes source. 
Author: Rob fe OwW Barreti, Tm Marletl 
Smarrjccn This shareware program, subminod by the aujtor, 
ts an hiitbn objects icortfer* Version 1.0 e 
Gmitod toconftying windows, which is stifl very 
handy. It adds a new'coniry gadget" to each 
window, M when cfcked on, bnfes !he window 
into an toon Jn the ram: dblL This is the same 
version as released on FF134. but now inrjudes 
me source code. Autwc Gauthfer Grout 

BardeMwnA MardatraJufia-curve generating 

tat tortures iw fuwrieal generatirs 



frteger.flp.«e.02O. and 02&TB1) n hard 
crafted assembly tor maxim un speed, onfne 
nro^seiedablehelplcralfLnakms.generatOT 
rimurSptepiciu^simLitanec^.ascphtSirated 
user interlace with srsott gadgets, ed. Some of 
the other teaiures dcfed© room, magnfty, cdor- 
cycSng, contouring, autMWtouring. histogram, 
statistics, presets, extra Jialfbrite support, overscan, 
orbfis, pan mode, and more, Requres 1 f* or more 
ofmemory. This is V2.C, an update to FF7& 
SourcatsavajiubbonFF2l4.by: Kevtidague 

Fred Art Disk nt 

BacfcDrop Backdrop atoms you to define a pattern wtxnwd 
then be displayed on fie workbench screen in te 
normaly empty area behind al tie windows. 
SmJar n concept to DrepCtoth, but this one does 
net require wcrtbenc h to betoa ded (and does not 
cohabit very weS with wortbax 
e, Autec Eddy Carroll 



with workbench}, Induces 



C64EmuI An Apri Feds spoof thai Lms your Amiga Into a 
C6*. oral least makes ir took thai way. idkdes 
source. Author; Eddy Carrofl 

Ctoud A program mai generates and cbplays fractaJ 

surfaces mat took remarkably like ctoud*. Based 
on ideas from the book 'Fractals' by Jens Feder. 
Binary only. Author: Mice Hall 

PrtSpcd A DOS harder, a rjnntr^ogram, and a control 
program fiat implement a print spoofing system. 
Lie PRT; the DOS harder waits tor stuff to be 
senltorttobeprinted The rjrrtpragram does liie 
numbering and page headers. The control 
program nancies administrative functions. Brary 
enry. Author Darief Barrens 

VwsX Version 3.20 crtwpoputaf wus detectorv' 

vacctalon propnjrn. Features a test tor B new 
viruses since t»HG version on FF 175. Induces 
source. Aufar Steve Tbbett 

Wanderer A neat fctaganttwim graphics art sound, ported 
from teUrraversd^ononaty written on a Sun 
woftstaton. The idea for TrVanderer came tram 
games such as BaJa^rdash,Xor,and the Ffepton 
games Irom Superior Software. Includes a bu&ri 
r^orforeirtBrdr^iheoamebyarjrirgaaytiona] 
screens. V2Z induces source. Aufior: Steven 
SNpway and others. Amiga port by Alan Bland 

An animation cooked up by Leo m protest of CBS's 
coverage of toe hackers Conference in Oct 88. 
After rearing fJte ranscript I was anaered enough 
to teei fis needed widespread rJstnbution, even 
thcugh it is quite oto, by: Leo Bote Ewhac" Schwab 
A smal replacement for the ArmgaDOS echo that 
wB do some special Funcaons, such as clear me 
screen, delete to bottom of screen, scroltte 
screen, place (to cursor at a partcu&r beaten, 
and set the text styteardtr color. Includes 
source. Autior: GarryQenobwn 
This program replaces the OrsptayBeep function so 
that an PFBSVX sound is played instead ol the 
screen flashing. The PtayBeep function runs as a 
task in the background and runs asyrchronously so 
the length of ihesoxxJ does not stow anythhg 
down, deludes a couple of sample sound files. 
Version 1.1, binary only. Author. Tim Fries! and 
DonWrfiey 

Sriplt Anirputhandterwedgewt^alowsyojlocEp 
text from any window and ten paste fiat tert 
anywhere, as though you had typed I on the 
keyboard- You mark fw text you wart to "snip* 
using ihe mouse, and then use the mouse to 
•paste" the last snipped ted into te active window, 
requester, or anywhere. Version 1Z irdudes 
source, Author: Scott Evemden 

ScrdPeek Autttyiotet«u list al the instruments used by 
one or more Aegis Sonu score fites, ft can scan 
irdvidual files, or search one or more rJrectones, 
checking al [score faes to each rJrectory. The 
output is a fat of all the instruments you need to 
have present in order to be able to r>ay the 
indtoated score fites. Includes sourte. Author: 
Eddy Carrol 

Stevto A public domain done of the UN I X 'vT ediior. 

Supports window-sizing, arrow keys, and the help 
key- V3.6,nctodessr*jrce. This is an update to 
V3,35a on FF197. Aiimor: Vanous, Amiga work by 
an (Fred) Warier 



Fred Rah Dtek gift 

EdLo Alb^riarJcibbr^furicttonstoMani. This is 
Vl.l.an update to VI jO from maa.hctodea 
source. Aunon Edwin rtoogerbeeG wtfi C* 
functions horn several dfeki authors 

Mandet Another mantoferoi generator program, wifi bits 
and OBces of code from C, Heath and R J, MtoaL 
Tr^isVi^anupoateteFFIli. Newfeatures 
and improvements indbde an AReu interface. 
coordinates to agft, more state Wo saved witfi a 
pcture, bath Ses, programmable functions, and 
mere iptoftng options, toctodes source. Author; 
Olal Seibert 

Uaza A program that lets you tUW maies andthensolve 
them. Mazes can be trivial one level ma«s to very 
dfftoult three level mazes. Version 1 2. irdudes 
source.Aufion ToddLfiurs 

PcPath Patches for PCCopy and PCFormai from the 
EXTRAS ofek, to alow readno, writing, and 
fomatttogofar^kindofMS-Itosstytodsks. 
rdudtog720K3.5"Ojsksries. Brary only. This is 
an update to the version on dsk \ 63. Author: 
Werner GuentW 

Scanner Scannermakes commeniBdC code oialrtu^on 
structures in memory. The struc&res wfl iwobm 
correct pollers towards each other. Scanner 
starts looting at rtiitonBase, and tottows al 
pomters, storing them fi memory. When fnshed, it 
wrnesal the structnes to the standard output 
Verston 15, toctodes source. Author: Stefan 
Parmark 

Worm An Amiga implementation of the classic 'worms* 
program, based on an afljefe in the Dec 1987 issue 
dSdertific American, You can specify (ho sim 
and tengti of the worms, and the number of 
worms, toctodes source. Author: Brad Taylor. 
— rt by Chuck McMarfa 



Aoaiaba^ ccfttairing inlormatton on 10^ r^ 
stellar objects, 600 color con&B^eas^rBspfved 
double stars, 70 stars for setting cxdes, and misc 
white dwarfs, red stars, braries, etc. The 
database is cUbibuted in roo tormat and is about 
12 Mb after edradton, V5.0.Auttor Saguaro 
Astronomy Ctob 

Mv ALtrnstyterm'Acr^mprcg rOTfjalm p^ 

or removes ties, trdubes rteracti<e mode, 
recursive mode, and toroc quiel mode. Copies Be 
permissions, dates, and comme r^ sup ports are 
style wildcards, supports moves across volumes, 
honors the delete bit. Vt.1,ndudes source. 
Author Edwin Hoegsrbeets 
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DNei A ink protrxd that provides essentially an 

unlimited number of raSabtecometftons between 
processes on two machines, where each end of the 
Bnk can be either an Amiga ora Urd (BSD* .3) 
machine. Works on the Amiga wish any EXEC 
oevdsmailodtsitelhesenal^evice. Workson 
UNKwilitty and socket devices. Achieves better 
than 95% average throughput on Be transfers. 
This is V2.0, an update to FF1 45. toctodes 
sources tor both the Amiga and Unix verstons. 
Author MatlDBon 

FretinstlOWa 

AlocMaser Alccmaster'eaprr^ramirepirBdbylwck 

Siilvan's 'Reserve' articte to Amiga Transactor, for 
oorriniing tie amount of both Chip and Fast 
memory avatlabte to the rest of me system. His 
very useful lor testing applications in tow-memory 
situations, fi also has a snapshot feature to repal 
rjdersnees in available memory before and after 
running an aprjfdatdn, V 1 ,1 7, binary only. Author: 
JotaGertaehJr. 

ANSlEd Oemoverston of an ANSI screen file editor, ft 

ajbws you to easily create and rr-odf/ a screen of 
ANSl-styteteiVgraprifcs on the Amiga- The 
standard ANSI cotor set (red, green, yeDow, btoo, 
magenta, cyan, while) and ten stytes [ptatv 
botdrace, urderfned, rtafc} am rjrowoed. along wrfi 
some simple editing and drawing functions. TTfa 
demo version has the save toaiures disabled. 
Vl^jOaO.btoarycrty.Auira: Gregory Eptey 

Balyll Amigaport of the farmer sroade game named 

CfJck. Thtsverston adds a ttaaT mode and toes 
some minor bugs. VI l+. an update to FF205. 
Binary only, sfarewafe.Autoor Oliver Wagner 

DFramo Aurirtythatldlpsvoutocrealearifnattxlbobs. ft 
tostals teetf in DPaxit II, after which you can draw 
each bob n DPatot II wifin its own frame and 
check the animation by caling OFrame from wsthin 
DPairt. VI 132, binary onry Author: Jan Burtenhuis 

IFFM2 Demo version of an IFF support module lor 

Interface Technoiogies M2Amiga Modula-2 system. 
hctodes a version ofViewtLBM (with source) that 
uses Ihe IFF support routhes. VI £ .00. fc*nary 
only. Author: Gregory Eptoy 

StonsriiUgAtetosltegame'Stairtschtagmea^^aing 

Ficckl submitiEd by the ajthor, VI S, btoary cnly. 
Author: Peter Handel 

Fftcj Ftttfi Prah 2S 

MemGauge A tod to display the current memory usage, very 
much *e the usage bar Workbench displays in 
root iraclones. V1.4. toctodes source. Author, 
OlaitXserVBarttel 

Mrschief This Bate program is in the tong tracSbbn of "cfeotay 
hacks'. Buses the input device to perform various 
acts of mischief. Irdudes source. Author: Otaf 
Osen'Bartoel 

Ptptot A Ibran/c^C functions useful for scientific ptotVig 
on the Amiga. TheSbtaryisL^njcoCcompaabte. 
Conuxr ptotting, free dmenstonat ptoctrfig, axis 
redeinitdri, tog4og ptottir^ and muttple subpages 
are a few dPiptofs features, The plots can be 
dsplayed on a monitor or sent to a graphics fie for 
subsequent printing. V1.C0. includes source. 
Author; Tony Richardson 
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Csh V3,03a of a csh like shef derrved from Matt Dlton's 

shel, version 2.D7. This is an update loFFl 99. 
todudes a couple of new filter commands, new dir 
option, new editing options, sourong of a standard 
startup fie, and some bug fixes, todudes source. 
Author: Matt Ditton, Steve Drew, Carlo Borreo, 
CesareDieni 



FbcOsk A program to recover as much as possible from a 
defective disk, ft can sometimes recover damaged 
(unreadable) tracks, check fite irrtegmy, check the 
rJrectory structure, undetote Hes, copy or show 
;RJ 
. Version 1H, binary only. Autfior: 
Werner Guenfw 

GravSm AprogramtoanriAteupto6p!arietarymasses.3a 
c4 wr-icheiert a mutual gravrtattonal force on each 
other. The planetary masses can be placed 
anywhere on the screen, and thee mass and nteJ 
vetrxjtycanbedetenriinedbytheuser The 
program then steps me animation through time, 
ptofltog and dsplaying the new position in me 
trajectory of each mass. V1 .50, irdudes source. 
Author: Htohard Frost 

fESun AsmaBufltyfwftoseofyouwhomayhave 

access to a Sun workstation. Takes an Amiga FF 
fle and converts it to a Sun msterile tormai 
Update to FF1 74. wifi better parsing, support tor 
HAM mode, and some bug fixes. Source enfy. as 
toe program needs to be reoompjed and run from 
aStfLAutoors; Stew Berry, Mark Then peon 

FFtoSUN This program takes a standard IFF format snage 
ard translates it into a SUN rasterite format fke 
the 82Sun program also on this dsk. However, 
this one runs on the Amiga. VUl.inctooes 
sourte. Author: Richard Frost 

Paccer A pacman done with sound and a game screen 
editor. VI Q, shareware, binary only. Author; Dick 
Hoffman 

Poplnfu A small utatywheh "pops open' to give you 

inJomation about the status of your devices and 
memory. V3j0. an update to FF304, hdudes 
source. Autrcr: Jonathan Potter 

SetCFU A program designed to alow the user to deted and 
modVy various parameters related te 32 MCPUs. 
todudes commands to enable or olsabte the ted 
data caches, swieh on or oil fie "030 burst cache 
Ene B request use theMUU to run a ROM image 
from 32-bsl memory, and to report vanous 
parameters when caled from a script V15, an 
update to FF187. todudes source. Author: Dave 
Hayne 
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Climax Feral tfiose pecptewho wish that meirCU 

windows had 25 Snes of 80 characters just ike an 
dd fashioned non- windowing rxrtiputer. the 
answer is here. CUmai creates a borderless 
backdrop CLI window on a custom screen. Also 
thrown in is MoveSys, which reassigns SYS; C; 
S ; U DEVS; UBS , and FOJTS : to a new vdume 
wifione stoipte *pure' command toctodes source. 
Author PaJKSente 

KickMem A program for Airxoharawa-e hackers tat have 
done the Amazing Com putng 512K upgrade. 
r0dawamwapatehycuri2wUkd«tartc*skto 
perform addmem curing kickstart. Thsaltows 
warm boot survrveabSty of ram disk devices and 
eliminaies addmem commands from yew startup 
sequence. V2.0. includes source. Author: Dave 
WMiams 

These two hacks make MORE more useful. 
One is caBed V;jTs a smal -pure* CU command 
that acts as a front end for More, causing it to 
create its own window. Make V and More both 
resident 1 The ether is Fenestrate, wheh surgtoaly 
alters the CON: window spec fwde More enabling 
it to, tor instance, use ConMan (eatores to create a 
bordeness window on fw topmost screen [very 
useful wimCUma*). induces soiree. Author: 
r^adKtenrti 

This cute game has you, the intrepid Peter, 
folowing a trail of hearts ihrougft a world of 20 
leveis.ridcfiedwijirxKr^ptoesaric ether hazards. 
to rescue Daphne, the love of your ife that has 
been kidnapped by rheevd Brutus. Version t.0, 
bnary only, Author; Davto Merry 
A rewrite of *who\ Irom FF79, which gives 
substantially more elaborate nlomatton about the 
tasks currently rerdng (or waiting} on your Amiga. 
Inctodes source. Aulhor: George Musser, rewrite 
by Paul Benin 

A couple of hacks to make fite easier tor toose who 
have Xebec hard date. Or»makesimore 
possfete to Mount a Xebec hard tfck with toe Fast 
File System, fie ofw is a compact head parking 
program, todudes source. Author Paul Kienitt 

rJTdJsf]vM2a 

AmigaTCP The KA90 frtemst Software Package. The 

package supports IP, ICMP, TCP UDP. and ARP 
as bast: services, and implements the FTP, Telnet, 
and SMTP protocols as applicaiiOfis. It runs on 
IBM PC and clones, me Apple Macintosh, and toe 
Amiga. Includes source. Aulhor: BialeGarbee, 
Phil Kam. Brian Lfoyd 

MyMenu MyMenu altows you te add your own menus to toe 
Work3ench menu strip, to run commonfy used 
commands. MyMenu wll altow you to execute both 
CU aid WorkBench programs, and is oenfigoed 
wifi a normal text Me. todudes source. Author: 
Dam Johnson 

FreolFsjhDMza 

Vft VLTisbotoavTiOOemutoCfarriaTetercm 
(4014 plus subset ol 41 05) emulator, currently in 
use at SLAC (Stanford Linear Accelerator Center). 
Although toe VT1 00 pan was originally based on 
Dave Wedw et al s VT10X). many enhancements 
were made. The program requires ARP, and il has 
an APetx port. XMODEM 1 K/CRC and Kermit 
protocd support alto induded. Vi.Q3&, wuh many 
erfiancements over the previous version, 3.656, on 
FF202. New teaiures include support for other 
serial ports, eatemal Be fansfer protocols, and 



Who 



Xebec 



"chaT mode. Improved behavior on the 
Workbench. Tektrord emulation now alow* 
saving IFF Hes. FvjsrScnpt Ses, and printing 
bitnaps to the printer. Many other enharxemems 
and bug fixes. Binary criy.Aufior: wty 
Langeveld 

MdLto A disk based Srary fiat permits shanng d fa 
serial pen by UP aopftoattons through a MDI 
message rctring and processing system. Thermal 
utWes ffduae a md monitor to oVspiay incomfig 
md messages to me console, a routing utlty, a 
md bbrary status uatty, and more. V2.0, an update 
to FF1 1 . and irdudes signifjeam speed 
enhancemenss. new utiHies to play with MIDI fles, 
and updated utilities, dbcumentetjon and examples 
Binary enfy (source tor examples and bindings 
however) .Author M Barton 

PckPacket PickPad^gnesyouavisuaJrJsptayofthe 

DosPacket stucunes that are so* to harder*, art 
tete you see toe results. You can actually perform 
handler operations such as open ties, read or write 
data. Examine or ExNext tods, and so forth, al by 
taking rjrectjy to the fife system handler hvorved 
using PickPackeL V1.0, irdudes source. Author: 
John Toebes and Doug WaKer 

RexxArpLib A ibrary whfcti oigtoaty was supposed to be an 
ARexx imerface to !he ARP library. Itowever. il 
has also become an interface to varirxe tonifion 
functions, containing over 50 (unctions inducing a 
fle requester, stringroodean requester, 
environment variable functions, simple message 
window, wildcard expander, etc. V2.3, an update 
»FF17E Binary only. Autoor W.G,i Uigeveid 

RexxMaflto A IbrafYwricfi makes various highlevel 
mati functions such as sto, tangent, tog, etc 
avalable to ARen, VI J and U. btoary enfy. 
Author. W.GJ.Ungeveto 

mumtttm 

Ai A rice Mb ted editor that is fast simple to use, 

and very Amiga'tied. VI. 40, binary only Autoon 
Jaan-Mjchd Forgeas 

Gib A ten screen oriented Ibranan and etfer 'or 

svntos. Supports the TX8R DX100, DEP5. 
DWB0O0, and K-5. todudes source. Author: Tm 
Thompson, Steve Fatoo. and Alan Bland 

JazzBench A drop-in mutitasktog replacement lor WorkBench, 
ft has more teaiures that WorkBench and B lully 
miiatasking (no more waiting for ZZZcfouds), It 
altows you to extend it, add your own meois. key 
shortcuts, etc This is alpha version 03, btoary 
only. Author: Derid Navas 

Xoper Very rxmrxehensrve program lomonior and 
cantrdsysten aeivity. Mordorcpu, memory 
usage, ports, totemjfte, devices. Ctosewtodows, 
screens, show toaded fonts or last Guru cede 
number. Clean up memory, flush unaed (braries, 
devices, fonts, eic. and a whole bunch more! 
Sfjawris its own process. Averyhandy 
baritground tesk to have loaded. VI .3, an update 
lo FF1 71 . Assembly source todbded. Author: 
Werner Gunther 

To Be Continued — 

In pppgiusign 
To the best of our knowledge, the materials ir 
this library are freely Distributable. This 
means they were either publidy posted and 
placed in the public domain by their authors, 
or they have restrictions published in their 
files to which we have adhered. If you 
become aware of any violation of the authors' 
wishes, please contact us by mail. 
IMPORTANT NOTICE! 
This list is compiled and published as a 
service to the Commodore Amiga community 
for informational purposes only. Its use is 
restricted to non-commercial groups only! 
Any duplication for commercial purposes is 
strictly forbidden. As a part of Amazing 
Computing™, this list is inherently copy- 
righted. Any infringement on this proprietary 
copyright without expressed written permis- 
sion of the publishers will incur the full force 
of legal actions. 

Any non-commercial Amiga user group 
wishing to duplicate this list should contact; 
PiM Publications, Inc. 
P.O.Box 869 
Fall River, MA 02722 

PiM Publications Inc. is extremety interested 
in helping any Amiga user groups in non- 
commercial support for the Amiga 

Mwfcl 





112 Amazing Computing V4.9 © 1989 



For PDS orders, please use form on page Oil 
Visa and MasterCard is available on orders of $20.00 or more. 



r 



n 



Amazing Deal! 



Name- 



Address. 
City- 



State_ 



Charge my [jVisa [Hv1C #_ 



Zip- 



, Expiration Date . 



_Signature . 



All Charges are subject to a $20,00 minimum 



dial 1-800-345-3360 



PROPER ADDRESS REQUIRED, in order to expedite and guarantee your order, all large Public Doma n Software orders, as well as most Back 
issue orders, are shipped by United Parcel Service. UPS requires that all packages be addressed to a street address for correct delivery. 

One Year Of AC! Please circle the appropriate item: New Subscription Renewal 
Our regular renewal now includes 12 monthly issues of Amazing Computing 
plus the Spring edition of AC* GUIDE AMIGA 

□ S28.00U.S □ $44.00 Foreign Surface □ $36.00 Canada and Mexico 

(air mail rates available on request) 

Our New SuperSub! 

12 monthly issues of Amazing Computing plus AC* GUIDE&MIGA 

3 Product Guides! Spring, Fall, and Winter! A savings of $32.25 off the newsstand price. 
Please remember, the Product Guides alone retail for $6.95 each! 

□ S36.00U.S □ $52. 00 Foreign Surface Q $44.00 Canada and Mexico 

(air mail rates available on request) 

Back Issues: $5.00 each US, $6.00 each Canada and Mexico, $7.00 each Foreign Surface. 
Please circle your Back Issue choices below: 
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Public Domain Software: 

$6.00 each for subscribers (yes, even the new ones!) 

$7.00 each for non subscribers (three disk minimum on all foreign orders) 

Please circle your Public Domain Software choices below: 

Amazing on Disk: A#1. . .Source & Listings V3.68 V3.9 A#2. . .Source & Listings V4.4 

A#3. . Source & Listings V4.5 4 V4.6 A#4. . ,Source & Listings V4.7 & V4.8 

InNOCKulation Disk: 1N#1... Virus protection 
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'lease complete this form and mail with check, money order or credit card information to: 

PiM Publications, Inc. 

P.O. Box 869 

Fall River, MA 02722-0869 
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Variable Dither - 

Computed internally at 
30 bits per pixel (over 
one billion colors). Gives' 
you over 100,000 appar- 
ent colors on screen. 



Sophisticated. 



Flexible Text Rendering - 

Allows for anti-aliased — 

fonts, Rainbow Fonts and 
Transparent Fonts and 
more. 



Revolutionary. 



User-Controllable 
Transparency - Allows 
real time control of the - 
amount of transparency 

and the location of the 
light source. 



Unlimited. 



Unmatched 




Super BitMaps with 
Auto-Scrolling - Real- 
time scrolling on up to 
1024 pixels high or wide 
image with full overscan 
display. 



Flexible. 



Colorize - Play Ted 
Turner and add color to 
black-and-white images 
or change colors on 

already colored images. 



Powerful. 



Texture Mapping with 
Anti-Aliasing - Gives you 
super-fast warping and 
stretching of any image. 



Transfer 24 - Digi-Paint 3 
comes with Transfer 24 
image processing soft- 
ware to give you support 
of all Amiga resolution 
modes and the same 
advanced image proces- 
sing found with NewTek's 
best-selling Digi-View 
Gold Video Digitizer. 



Intuitive. 



100% Assembly 
Language - Makes Digi- 
Paint 3 the fastest HAM 
paint program ever! 




The Ultimate Paint Program: 



DICI*PAINT(3 




For more information call NewTek at 800-843-8934 or 913-354-1146 

Digi-Paint 3, Digi-View Gold and Transfer 24 are trademarks of NewTek Inc, 
Circle Reader Servtee Card No. 102 



NewTek 

INCORPORATED 



